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WARNING! 


THIS IS YOUR 
LAST ISSUE! 


If you're currently a subscriber, your subscription is concluding with this 
issue - no matter whether you first signed up as a subscriber a year ago or just 
joined the Force recently, everyone's now at the end of NF Magazine's "Year 2." 


So it's time to renew! If you'd like to continue getting new issues of NF 
Magazine delivered through the rest of 2015, it's time for you to take action 
and let us know that you're going to stay on this journey with us for another 
year. NF Magazine's 2015 Renewals & New Subscriptions are available now: 


kickstarter.com/projects/910078610/ 
nf-magazine-2015-renewals-and-new-subscriptions 


If you're a fan of Nintendo's Direct videos, 
you'll enjoy our 2015 Kickstarter campaign pre- 
sentation! | got dressed up for the occasion, and 
there's even a musical number! 


TIME TO RENEW! === 


2015 RENEWALS & 
NEW SUBSCRIPTIONS 


| ДУ MAGAZINE 
KICKSTARTER 


"But wait, | should still have more issues coming to me!" you may be saying. 
And we apologize if there's any confusion on that matter, but it's true that this 
is the last issue for everyone who renewed or signed up for a new subscription 
in 2014 - no matter at what point in 2014 you signed up. If you supported last 
year's Kickstarter a whole year ago, it's time to renew. If you jumped on board 
later in the year, in April or August or October, et cetera, it's time to renew. This 
could even be the very first issue you've ever received! (Some of you may be 
getting this edition as a lone freebie from a friend.) And even then, yes, it's 
time to renew! 


We do this for organizational purposes, to keep everyone on the same 
renewal schedule together so that we can do things like hold an annual 
Kickstarter — which, in turn, gives us a full picture of our budget for the year 
ahead and lets us know how many fun extra things we can plan to include, like 
more fold-out posters! (And if you signed up later in 2014, the price you paid 
was decreased to reflect that you weren't getting a full year's worth of issues 
to start. But now that we've arrived back at the beginning of a new calendar 
year, you can now be on track with thousands of your fellow Force fans for 
full-year renewals going forward!) 


Now, please visit the new Kickstarter campaign page and pick what kind of 
subscription you'd like for the year ahead! The campaign runs until March 10. 
If you miss it, go to NFMagazine.com and click Subscribe for your next step! 


CHARITY ART AUCTION 


So, how about that cover art? We couldn't pass up the opportunity to 
pay homage to Nintendo Power's classic all-clay covers when the first 
big Wii U release of 2015 uses an all-clay visual style! So we got in touch 
with our friend Camille Young - who previously contributed to our debut 
issue two years ago - and asked her to tap back into her clay-sculpting 
talent and create something truly unique. We'd say she succeeded! 


She's not hanging on to the finished piece herself, though. Rather, 
Camille's going to auction it off and give a portion of the proceeds to 
charity! If you'd like to own a unique piece of NF history, or if you'd just 
like a new splash of color to hang on the wall in your home, or if you're 
just a huge Kirby fan, don't miss out on the auction action! 


Go to: camilleart.com/auction 


The piece will go up for auction 
on eBay on February 9. Check back 
on Camille's site then, or sign up 
any time before that date to be 
sent an email notification when 
the auction begins. 


The art's dimensions are 14" x 
12" x 1.5" - all made of polymer 
clay bonded to watercolor art 
paper. Camille will frame the piece 
in a custom black frame for the 
winner, too. 


Finally, 2596 of the proceeds will 
be donated to Speak Your Silence, 
so make your bids knowing that 
you'll be benefitting kids! 
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INBOX 


GAMES SET APART BY 
SPECTACULAR ART 


They're the games that make you say "Wow!" Then, 
immediately after that, "How?" Over the decades, 
Nintendo's systems have hosted several games 
with absolutely eye-catching visual styles - games 
whose unique, off-the-wall graphics almost entirely 
define their gameplay experience and lasting 
legacy. When you first see one of these games in 
action, you just have to stand slackjawed in amaze- 
ment - and then you have to instantly wonder just 
how the developers were able to work such visual 
wizardry on the screen. 

Kirby and the Rainbow Curse - our cover game 
for this issue - is the latest in this long line of titles. 
Its graphics are entirely rendered in clay. The char- 
acters are made of clay. The world is made of clay. 
Even the menus in the game! Clay, all of it. It's 
amazing to see in motion, and then it's mind- 
boggling to try to figure out how much effort must 
have gone into crafting each individual piece of the 
impression presentation. 

Our central feature, "Art & Soul," turns back the 
clock to look at several past titles that have 
inspired the same sense of wonder in years gone 
by. Flip through it and see if one of the games we 
chose to highlight was a memory maker for you like 
it was for me. Which one was the first to make you 
say "Wow!"? 

And as this is the first issue of a new year, we've 
got plenty of previews to help you get your 
bearings on just what's coming in the months 
ahead. Our Retro section, of course, looks 
backward instead, this time focusing on the long- 
lost NES Zapper light gun as we kick off a year of 
Retro coverage leading up to the 30th 
anniversary of the legendary Nintendo 
Entertainment System. All that and 
much more lie 
within! 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 
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ISSUE #12: 
NOVEMBER/ 
DECEMBER 2014 


LETTERS 


It’s really tough to choose, but I'd have 
to say I'm really looking forward to 
Xenoblade Chronicles X. The original 
Xenoblade was amazing and incredibly 
well crafted; | can hardly wait for the 
next one! 

My favorite in 2014 would probably 
be a tough choice between Smash Bros. 
and Hyrule Warriors. | can't decide 
between the two! - JOEL AGRUSO 
Can't decide? Settle it in Smash! Oh, 
wait... 


I've been waiting impatiently for more 
news on Shin Megami Tensei x Fire 
Emblem. With Lucina and Robin joining 
Ike and Marth in Smash Bros., now 
would be the perfect time to finally 
release that game! - FRED CHOI 

No new word on that one yet, but we 
do have a new Fire Emblem for 3DS 
on the way now, and the Fire Emblem 
Amiibo figures will work with Code 
Name: S.T.E.A.M. That’s something, 
right? 


I'd have to say that my favorite game of 
2014 was Shovel Knight. It took the best 
of NES games and transposed it to 
modern hardware - it looks great, it 
plays brilliantly and it sounds wonder- 
ful. It is, for my money, the best game of 
2014. Now as for 2015 . . . that's a very 
difficult choice. There's the new Wii U 
Legend of Zelda (if they don't delay it), 
there's Majora's Mask 3D and there's the 
game on this issue's cover, Kirby and 
the Rainbow Curse! How am I supposed 
to decide?! - TERRY WOOD 

We're sitting in the same boat, Terry. 
Too many games to pick just one! 


Another calendar year is in 
the books, and with that 
we're always inspired to 
reflect on the year that was. 
We asked you, our readers, 
to tell us what your favorite 
games of 2014 were - an 
appropriate preamble to 
the 2014 NF Game of the 
Year Awards appearing in 
this issue! We also wanted 
to what games you're most 
looking forward to here in 
2015. Here's what you had 
to say: 


Star Fox U is my choice for 2015. It's 
been so long since the last original Star 
Fox game, and I'm hoping for the best 
for how the characters are treated. 

My favorite game of 2014 was, of 
course, Super Smash Bros., but 
Bayonetta 2 was a close second. 

- BRETT SIM 


My favorite 2014 game was Pokémon 
Omega Ruby and Alpha Sapphire. I 
played the originals when I was around 
seven years old, so to see how far the 
graphics and features have improved 
was great. The "Soaring" feature is 
awesome! 

My most anticipated game for 2015 is 
Splatoon. From the first trailer | saw of 
it at E3, it looked amazing. As someone 
who doesn't particularly like the 
shooter genre, I think Splatoon is an 
interesting take on it. Zelda looks excel- 
lent as well, but it's too far away right 
now to get too hyped. – PATRICK LY 


Splatoon. | love Nintendo franchises and 
the birth of a new one is very exciting. 
Even more exciting considering this is 
being developed by the younger devel- 
opers at Nintendo. Keeps me assured 
that | will be enjoying fantastic Nintendo 
titles for a long, long, time. 

– ZACHARY CLARKE 

It does give everyone a certain 
optimism for the future, doesn’t it? 


The main game I'm looking forward to is 
Shantae: Half-Genie Hero. Smash Bros. 
was great. - NICHOLAS WEBB 

Right! We just got a great Shantae in 
2014, and another's coming soon! 


SORRY, NOT SOLD IN STORES 


l've been pretty Amiibo-obsessed these past couple of months, so while waiting 
for the release of Wave 3, | decided to try my hand at doing an Amiibo mod. 

My favorite incarnation of Zelda is the one from Skyward Sword, so I decided 
to customize my Zelda Amiibo to reflect that design. | thought it came out 


pretty well and wanted to share. - KAREN MCKENNA 


Pretty well? We'd say it's incredible! Holy cow, Karen. You and other artists 
like you have encouraged us to take a closer look at the "Customiibo" 


movement that's happening now. Check out Page 80 for more! 


The Legend of zelda: Majora's Mask 3D and Mario 
Maker are two games I'm looking forward to on my 
game radar. There's just something to me about 
being able to choose how you want a Bullet Bill, 
Goomba, Koopa Troopa or a Hammer Bro to behave 
on-screen, versus how you'd normally see them act 
in a regular Super Mario Bros. game. To be honest, | 
thought I'd seen all of what the game could do with 
how you can place the items and enemies in a stage. 
But now with Super Mario Bros. 3 and Super Mario 
World being added to the mix, I'm only left to 
wonder if Super Mario Bros. 2 (US version) will join 
the game soon in a future trailer. — [GB-LUIGI] 

We always love to see Super Mario Bros. 2 in any 
capacity (check out the Super Mario Advance 
review on Page 28), but since it plays rather dif- 
ferently from the rest, we're not holding our 
breath. Then again, they did work some of its 
elements into the Super Mario Advance 4: Super 
Mario Bros. 3 eReader cards, so maybe... 


I’m most excited for the free Shovel Knight DLC. I 
wouldn’t have even checked it out if it weren’t for 
your cover story! Thanks, guys! -ADAM 
ABOU-NASR 

Our pleasure! 


For the 3DS, I’m torn between Majora’s Mask 3D and 
Monster Hunter 4 Ultimate, because | know that 
good things will come from both games. For the Wii 
U, I’m really looking forward to Zelda U as my top 
priority, but other games closely following that hype 
train are Xenoblade Chronicles X, Yoshi’s Woolly 
World, Star Fox, Splatoon and Devil’s Third. 
Nintendo’s got some really good stuff coming out 
this year, and | can’t wait to get my hands on all of 
it! = CASON JOLLY 


Code Name: S.T.E.A.M. looks sick. - BEN KOZEL 
Hmm... hopefully the Dr. Mario Amiibo will be 
compatible, then! 


For my favorite game of last year, | have to go with 
Donkey Kong Country: Tropical Freeze. As someone 
who thinks DKC2 was one of the best video games of 
all time, let's just say that Tropical Freeze was to 
Returns as DKC2 was to DKC. What are vikings 
anyway but just chilly pirates? - ISAAC SOLUM 
The vikings were to our likings, too. 


The game I'm most looking forward to is easily 
Splatoon! I’ve gotten so sick of AAA shooters and 
war games, but this game looks to bring some inno- 
vation to a pretty stale formula. - JORDAN 
WATERMAN 

It's still war, and it's time to dye. 


I wish I could limit my most anticipated 2015 
Nintendo title to just one! Definitely at the top would 
be The Legend of Zelda for Wii U, Xenoblade 
Chronicles X, Bravely Second and the 3DS Majora's 
Mask remake. 

My favorite 2014 Nintendo titles were Super 
Smash Bros for Wii U, Mario Kart 8 and Fantasy Life. 
- DANIEL ISAAC PENLAND 
Alright, we'll concede. Everyone's now officially 
allowed to have more than one most anticipated 
game coming in 2015! 


I'm really looking forward to Splatoon, because a 
new Nintendo IP is always something to commemo- 
rate and it's a unique take on a genre not typical of 
Nintendo. As for favorites from 2014, I gotta give it 
to Pokémon Omega Ruby and Alpha Sapphire for 
perfectly encapsulating everything I loved about the 
original games and making them all-around better. — 
ANGEL G. ARAGON 


| am looking forward to Yoshi's Woolly World and 
Kirby and the Rainbow Curse because they both 
have unique art styles. - BOBBY TANGENT 
Bobby, you read our minds! This issue's theme 
should serve you well! 


DON'T ANGER 


THE OX 


I'm a low budget collector. | don't have the money 
for all these limited edition items when they 
come out, but | still try to find them when | have 
the money. And then the preorders sell out 
before I'm even notified that they were on sale to 
begin with! It feels like unless you're rich, work in 
the gaming industry or are very VERY patient, 
you won't have a fair chance at most, if not all, of 
these collectibles! - LEOSMASHROYALE 

You'd think they'd at least have courtesy 
enough to base their manufacturing quanti- 
ties on the amount of preorders they get for 
something not due to be released for months 
yet, rather than just opening preorders for a 
small fixed quantity when good, honest, hard- 
working, nonscalping people have the 
apparent gall to try to live their lives while 
effectively telling the actual fans to bugger 
off. 

Yes, I'm still 
miffed that I 
couldn't even 
preorder a Shulk 
Amiibo that 
wasn't due out 
for another month 
or two! Maybe they 
should open up a Club 
Amiibo to replace Club 
Nintendo... 
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PROJECT COMPLETE 


Our central focus for Issue #12 was thankfulness, as we 
presented "The Gratitude Project," a social media 
campaign to send messages of appreciation out to the 
hardworking video game developers of the world. They 
make our favorite pastime possible! It only makes a ЕЗБЕСІ Ca 
sense to let them know we're benefitting from all of the - = 
long hours they've put in over the years. Tons of you 
took us up on our challenge to participate, as you sent 
out at least 10 different tweets to different studios and 
individuals. Check out a dozen great examples of the 


messages that were sent below: 


ISSUE #12, PAGE 39 


@ Michael J. Hughes 2 


In the year of the misbegotten Sonic Boom, 
kudos to for Armillo, 
the best Sonic game that never was. 


Alberto Villasenor + 


Shovel Knight is the 
best retro game in forever! Big Thanks to 
you guys. Please make a sequel! 


8 Roth Sothy ў Patrick Melbourne x 
I'm honored to be part of this experimental Dear @SEGA Thank you for Sonic The 
project that is Thank you Hedgehog 2. The level design and music 


ve No Limit t 


@WayForward l just wanted to say thank 
you for making such wonderfully quirky and 
offbeat games that | love so much! 
#GratitudeProject 


зе Ganon360 


laughs with 


Thank you for so many Thanks 


% 


№1 MDShmvoo-xty four 


Big thank you to and 
for making Tadpole Treble! 
Really excited to play it next year! 


Ё Ñ christine Miranda 
1 


I want to thank 


past 25 years of amazing games 
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was all fantastic. #GratitudeProject 


JasonB-engals © 


Props to for bringing ATV 
Wild ride to 3DS and then dominating me 


the one time | played him online! 


у D owe % 


for creating 
Earthbound!!! Your imagination is 
astonishing 


СА Andrew Czudak ў 
| d 


Hey @UbisoftCanada, Specifically 


Montepellier, thank you for 
RaymanLegends. Still the best platformer 


on the #WiiU ! #gratitudeproject 


ў је 8453638 Hideki Kamiya ре: 


for the ЭЕТ : Thanks PG Катіуа for 
making The Wonderful 101 and making me 
feel like a kid again! 


COMIC BREAK === 


NO MATTER! 
IT'S-A 
PRINCESS 
RESCUIN'-- 


= v4 

Y'KNOW, MAYBE 
WE SHOULD CALL FIRST! 
(GÀ ITs-A THE POLITE 
THING TO Do! 
Q vz — c7 

] | COULDA 

BEEN MISTAKEN 
ABOUT THE 
PRINCESS, 


Y'KNOW... 


I HEAR THEM! 


THEY'RE HERE, 4 
Q LUIGI! қ 8 
) 
= ! “ j ~ 4 4 
4 Z 2045! 
<> = > 
A Í 


7 | 


" IM BACK FROM ~ 
SARASALAND! 
ANYBODY HOME? 


> 


BY THOR THORVALDSON 
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THE NIGHTMARE OF MASSIVE SUCCESS 


Nintendo's Amiibo figures are selling well. Too well, in fact. 


IF YOU SET out to amass an Amiibo 
collection, allow me to apologize on 
Nintendo's behalf – the whole situa- 
tion has become a circus of insanity 
and disappointment. Figures are 
selling out in minutes, just moments 
after online preorders are opened. 
Many orders that seem to go through 
are then cancelled by retailers who 
overestimate how much stock they'll 
receive of a particular character. Most 
of the rarest, low-production-run 
figures are being snatched up by 
scalpers to turn around and sell on 
eBay at wildly inflated prices. 

It's pandemonium. 

What's worse, Nintendo's made no 
official comment on the chaos as it's 
played out over the last few months, 
simply allowing the mayhem to 
happen without any reassurances 
about restocks in the future or any 


— — uuum: 
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alternate plans for how to handle the 
release of future waves of figures – 
aside from a brief mention in the 
latest Nintendo Direct video that 
Marth figures would likely be repro- 
duced at some point later this year. 

Marth's been the early poster child 
of the Amiibogeddon, as he quickly 
became the most impossible-to-find 
Amiibo after several retailers only 
received a handful of his figures to set 
out for sale on Day 1, November 21. Wii 
Fit Trainer and Villager quickly 
followed suit, and all together the trio 
became known as "The Holy Trinity" to 
many fans still seeking to add them to 
their incomplete collections. 

Wave 2 was even more of a mess, 
as shipments were broken up into 
pieces over the course of December – 
Little Mac, Pit and Captain Falcon 
became the rares of that batch. 


And it's not just Amiibo figures! 
Nintendo's been unable to meet 
demand for the GameCube Controller 
Adapter, the Limited Edition box set of 
The Legend of Zelda: Majora's Mask 3D 
and a Majora-themed New 3DS XL as 
well. Fans are getting frustrated - it 
seems like you won't be able to get 
any limited-stock Nintendo product 
any more unless you spend all day 
every day hovering on the Internet, 
waiting for the next new thing to be 
announced. 

Hopefully the situation improves 
soon, as there are many more Amiibo 
figures on the way - Wave 3 is rolling 
into stores now, Wave 4 contains six 
more characters (like Ness, Pac-Man 
and Charizard), and a separate Super 
Mario line has also been announced 
(you can see them below). If any of 
them interest you - well, good luck! 


"Even if you could just freely 

buy all of them, owning all 41 

of the figures revealed so far 

would cost you over $530 in 
the States. Before tax! I’m 

only collecting a few favorite 

characters myself. I’ve got to 
think of my poor wallet!” 

- LUCAS 


No “NORMAL” New 305 For US 


If you're in North America, it's the XL model or none at all. 


IN THE JANUARY Nintendo Direct, Nintendo of America President and Chief Operating Officer 
Reggie Fils-Aime revealed that the latest iteration of the Nintendo 3DS hardware - the question- 
ably named New Nintendo 3DS, which was released in Japan and Australia late last year — would 
be on its way to North America, and sooner than many were expecting at that. 

unfortunately, he further announced that only the XL version of the new handheld system 
will be released in the States. While the Nintendo 3DS XL has been the better seller of the 
system's two sizes so far, there are still those who prefer the smaller form factor of the original 
for a variety of reasons, such as its cheaper price tag, its more comfortable fit for their hands or 
because it stows away in a pants pocket much more easily. 

Also worth noting is that the standard-sized New Nintendo 3DS features a pair of slightly 
larger screens than 20115 original 3DS, offering a modest upgrade to that aspect of the system. 
Meanwhile, the XL version features the same size screens as its non-New predecessor. 

Of course, the critical reason for disappointment is that American fans will not get to experi- 
ence the one New 3DS feature that Nintendo has hyped the most in Japan: the variety of inter- 
changeable faceplates featuring numerous decorative designs, some of which even sport 
Nintendo icons such as Mario, Peach, Pikachu, Skull Kid and a number of Animal Crossing: New 
Leaf citizens. We previewed dozens of these faceplates in our last issue, saying at the time that 
it would be difficult to choose which ones to buy from among them. Now it seems the choice has 
been made for all American fans: no faceplates at all. 

Nintendo of America says, "We think New Nintendo 3DS XL makes the most sense for our 
market. Nintendo makes different systems at different price points for a whole range of con- 
sumers, and New Nintendo 3DS XL simply expands those choices even further." For what it's 
worth, they at least haven't ruled out the possibility of a future release. 


“Know what else is a downer? 
No Super Famicom-colored 


face buttons here." - DAVID 


CLUB No MORE 


But a new loyalty program looms. 


IN SURPRISING, BUT not unexpected news: 2015 
will be the last year for Club Nintendo. The company 
announced on January 20 that the six-year-old 
customer loyalty program will be phased out 
through the coming months. 

The news is not exclusive to any one region, as 
the program's operations will be shutting down in 
North America, Europe, Australia and even Japan. 
Each has its own separate timetable and specifics 
regarding the nature of its closing, so we advise you 
to check with your local Club Nintendo website to 
gain the information pertinent to you. Japan aside, 
each aforementioned region will also have a special 
promotion for a free download of Flipnote Studio 3D 
- a peace offering, it seems (and since Flipnote 3D's 
been missing in action for nearly two years, the fact 
that it's finally being released is welcome news). 

Club Nintendo initially launched in Japan on 
October 31, 2003, though it was preceded by 
Europe's Nintendo VIP 24:7, which took on the Club 
Nintendo moniker and logo with the launch of the 
Wii in December 2006. This left North American 
Nintendo fans to wonder when and if they would 
ever receive a version of the program to replace the 
limited My Nintendo program that had been running 
since 2002; their time would come in 2008. 

While the programs got off to good starts in the 
regions outside of Japan, global fans always looked 
to the company's country of origin with hopes that 
some of the prizes they had to choose from – 
ranging from special controllers to exclusive games 
to gold and silver Mario and Luigi statues - would 
find their way Westward. Though a few items did 
carry over, many of those same fans grew restless 
and critical of the program in the following years as 
rewards were thought to be diminishing in both 
quality and quantity. In fact, the decreasing number 
of physical goods in favor of digital downloads is 
what led people to suspect Nintendo might be 
winding the program down in North America. 

Looking forward, it seems Nintendo may have 
taken some of the criticism to heart. While Club 
Nintendo will be coming to an end, Nintendo's stated 
that a new loyalty program is on the way, with 
Global President Satoru Iwata noting that it will 
likely utilize Nintendo Network IDs. 


“If the next iteration really does use NNIDs, 
maybe it'll help pave the way for the account 
system we've all been dreaming of?"- DAVID 
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REVIEW! Амиво WAVES 1 AND 2 
Assuming youre able to find them, here are the 2014 figures 


most worth your investment. 


WE KNOW THAT thousands of fans have been 
disappointed by how hard these figures are to get – 
but setting that issue aside for the moment, what is 
their value when talking about actual functionality 
and form? 


MARIO 

Nintendo's main man is guaranteed to have the 
most functionality among the figures, being the 
most recognizable. It seems the most effort was 
put into the quality of this one as well, with the 
fireball's glow painted on his overalls. This one is a 
must-own. 


PEACH 

There was some discrepancy between the pre- 
viewed prototype and the actual figure, but you 
have to admit that the pink princess does come 
across as a very nice figure. Her functionality is 
limited right now, but expect that to change. 


YOSHI 

The green dino pal looks great, and with Yoshi's 
Woolly World coming out later this year, he's cur- 
rently one of the leaders in functionality – he does 
more in more games than most other Amiibos. 


LINK 

Hyrule's hero has a ton of functionality and will 
only gain more from here, but we can all agree that 
he's been one of the most mocked figures for his 
poor design and unyieldingly ugly yellow support 
stand - but fans should own this regardless. 
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FOX McCLOUD 

Finally, a Fox figure — and it looks fantastic! A new 
Star Fox sequel's on the horizon, and this being the 
only official Fox McCloud figure on the market ever 
makes it a must-have! 


DONKEY KONG 

Oh, D.K. - it's too bad they didn't retrofit the ape's 
latest adventure to use this figure in some way, as 
it may be a while before he's a star again. Still a 
very nice sculpt, though. 


VILLAGER 

One of the rarest so far, the little guy looks good, 
but there isn't much to his look. His functionality is 
limited too, but being a new Smash character 
makes him very coveted. 


Wii FIT TRAINER 

Another Amiibo on the rare list, this figure isn't 
selling as high in aftermarkets due to the lack of 
excitability in relation to the character. The design 
is great, though. 


MARTH 

Currently the hardest to find, Marth got the short 
end of the ugly stick. His is another figure that 
suffered between prototype and release, and his 
paint jobs can differ wildly as well. Good luck! 


ZELDA 

Some Zelda figures look decent, while others look 
like they need another pass under that Nintendo 
Seal of Quality. Her functionality will expand soon, 


COLLECTIOR S CORNER 


but she’s worthy of a purchase as-is. 


DIDDY KONG 
Diddy looks fantastic, but is one of the least func- 
tional figures so far. The monkey needs more to do! 


LITTLE MAC 

Anyone who's played Smash online has noted the 
popularity of this character. Unluckily, he had a low 
production number, so it's a scramble to grab him. 


PIKACHU 

Anyone questioning Pikachu's value needs to be 
reminded of the powerhouse franchise behind him. 
If you're a Poké-fan, this should be on your shelf. 


SAMUS ARAN 
Easily one of the best-looking Amiibo figures so far, 
Samus' metallic paint work really sets her apart. 


KIRBY 
The pink puffball is an easy buy with a new game 
just over the horizon, high stock and a good look. 


LUIGI 

Many don't like his pose, but I think it exemplifies 
his zanier character. Nintendo just loves their green 
plumber, so this one should be easy to grab. 


PIT 

Pit looks fantastic, but functionality will be mostly 
cosmetic beyond Smash, as it's highly unlikely a 
new game featuring the angel will come out. 


CAPTAIN FALCON 

The only official Captain Falcon figure ever looks 
amazing. He hasn't had a new F-Zero game in over 
a decade, but he's cameoed quite a bit over the 
years. This one is worth it just for collectibility . . . 
if you can find him. 


| Collector's Corner is compiled by Brett Martin, the world record holder 

` forthe largest collection of Nintendo memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at videogamemm.com 


s z = - = = | | 
THE OTHER BROTHER ARRIVES 


For once, Luigi came first — but now Mario's a Nendoroid too. 


LUIGI SET THE stage for his older sibling's debut into the Nendoroid scene - which I'm sure 
he thinks is a welcome precedent - but Mario looks a bit better than his brother in the trade- 
mark big head look. Mario will come with some blocks, a coin, a Super Mushroom, a Buzzy 
Beetle, a Boo, a dashing and braking accessory, a smile and "serious" expression, several dif- 
ferent hands and a folded arms accessory to pose with Luigi. The articulation may not be as 
strong as the Mario Figma, but you can't beat a Good Smile Company Nendoroid's cuteness! 


MEGA MAN X LEAPS INTO ACTION 
The Maverick Hunter's rocketing jump takes the spotlight. 


FIRST 4 FIGURES announced that more characters would be coming when they released info 
alongside their classic Mega Man line, and the first of the "more" is X from the Mega Man X 
series. X is in a combative pose, using his jump thrusters and aiming his X Buster at onlookers. 
The sparks, as well as his helmet and buster, all have LED lighting built in for added effect. The 
1/5th scale figure stands a whopping 17 inches tall and is priced accordingly at $259.99. There 
are only 1000 of these releasing into the world, and they're scheduled to ship sometime in the 
third quarter of this year. 


DREAM LAND'S NIGHTLIGHT 
Kirby and the Glowing Warp Star! 


FEW VISUALS ARE more iconic in the Kirby series than the sight 
of the titular character riding his signature Warp Star through the 
sky – and this new lamp from KD Systems captures the magic of 
those moments perfectly, in a truly illuminating way! The six-inch 
lamp will light up when you push on it from above, glowing from 
within to serve as a perfect nightlight to send sleepers off to 
Dream Land. It debuted and was exclusive to a grocery store 
chain in Japan, so getting one may be a bit tough, but I’ve seen 
plenty at auction both here and abroad since its release in 
November last year. 


THE WORLD OF NINTENDO GROWS 
New waves of Jakks toys on the way. 


TOON LINK AND Toon Ganondorf should be in stores now, 
along with Wario from the six-inch line from Wave 1, but wait until 
you see what's coming down the pipeline next in the Jakks Pacific 
"World of Nintendo" toy line! Coming soon in the six-inch line of 
Wave 2 will be a Metroid, while the four-inch line will have Samus, 
Blue Toad, Luigi and Diddy Kong. The next wave will contain Fox, 
Peach, Fire Mario and a Goomba in the four-inch line and Yoshi 
and Skull Kid at six-inch scale. Wave 4 has Tanooki Mario, Samus 
in her Gravity Suit (with Morph Ball accessory), a Shy Guy (with 
propeller accessory), Fire Luigi and Ocarina of Time's version of 
Link. There will be more Micro Land figures and playsets featuring 
Super Mario characters - like the Koopalings, Boom Boom and a 
Sumo Brother, among others – but Jakks has also announced a 
new Micro Land set based on The Legend of Zelda: The Wind 
Waker. (All of this is subject to change based on how well the 
other waves sell, but they appear to be selling quite well already.) 
This is a very exciting time to be a toy-collecting Nintendo fan! 
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> Welcome Watch the latest Anime & Drama now 


Largest lineup of Anime & Drama with new simulcasts added daily after TV broadcast 


ANIME ON DEMAND 


Crunchyroll rolls out an all-new Wii U app. 
THE CLASH CONTINUES 2 д 


Mega Man and Sonic face off once again. 


A DEDICATED CRUNCHYROLL application has come to the Wii U, marking the 
launch of a new partnership between the popular online anime streaming service and 
Nintendo. Europeans and Americans can hop into the Wii U eShop and download the app 
entirely free. Once installed, it'll offer access to over 15,000 hours' worth of content, 
encompassing both the modern and classic eras of anime. 

Highlights among the lineup include Naruto Shippuden, Sailor Moon Crystal, Yu-Gi-Oh, 
Log Horizon, One Piece and Sword Art Online — and that's just scratching the surface. 
Besides anime, there's also a selection of Asian drama that helps give the whole service 
a bit more variety. 

Most of the Crunchyroll app's programming is only available if you purchase a sub- 
scription, but if you're unsure of whether or not you'd want to do that, they've got you 
covered. A generous selection of special sample episodes are available to stream entirely 
for free, giving you a chance to both check to see if you're 
interested in a particular show and if the video stream 
quality is up to your standards. If you like what you 
see, hop over to the free trial button and try the 
full service for 14 days. You'll need to sign up after 
that two-week mark, but if you have a strong 
affection for anime, you'll truly get your money's 
worth. (That money can come from your Wii U 
eShop wallet, if you prefer to pay that way.) 

Finally, Crunchyroll's content can be 
enjoyed both on television and on the 
Wii U GamePad solely, which is handy 
for those with an busy household. 


FOLLOWING THE SUCCESS of "Worlds Collide" – the 12-issue 
crossover story arc that encompassed the pages of Sonic the 
Hedgehog, Sonic Universe and Mega Man throughout Spring 2013 
- Archie is ready to rock multiple worlds once again with a new 
follow-up event, "Worlds Unite." And this time, there will be more 
than just Mega Man and Sonic crossing over . . . well, sort of. 

Upping the stakes this Spring, not only will the worlds of the 
Blue Bomber and the Blue Blur come together, but also those of 
their somewhat-distant relatives. After his debut in "The X Factor" 
and sharing the spotlight with his classic counterpart in "Dawn of 
X," a teaser has revealed that time as well as space will be crossed 
when Mega Man's futuristic cousin X joins the party. That same 
teaser also revealed - through the appearance of Sticks the 
Badger - that the new parallel world of the hit cartoon and comic 
Sonic Boom will be involved as well. 

"When the worlds of Sonic the Hedgehog and Mega Man 
collided in the pages of Archie Action comics, readers, fans and 
retailers made it the biggest crossover event in Archie Action 
history," Archie's Executive Director of Editorial, Paul Kaminski, 
told Polygon. "That historic crossover storyline changed the comic 
book worlds of Sega and Capcom’s iconic video game characters 
forever, but now an even bigger event is on the horizon. You saw 
what happened when worlds collided, now see what happens 
when Worlds Unite! And this time, no universe will be safe . . ." 

On May 2, a lead-in comic to the new crossover event will be 


available as part of the annual Free Comic Book Day. “Гуе been picking and choosing 
episodes and searching for my 
b 


“Мо universe will be safe? Hmm, CEO next anime adventure. 


Jon Goldwater did hint recently that 
Worlds Unite might feature additional 
game properties . . . | wonder who or what 


else could appear." - DAVID 


Yeah! Unyeah... 


2015's early months are The non-XL New 3DS 


e 
packed with great games! w = not coming to America. 
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GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


& DLC! 


Upcoming add-on content. 


DEPENDING ON WHERE you live, either one or both of the 
products you see pictured to the left will go on sale in stores near you 


on February 13. Europe gets both the "regular-sized" New Nintendo 
3DS as well as the New Nintendo 3DS XL, but as we just discussed a 


few pages ago, only the XL model is being released into the North 
American market at this time. We'll put both versions through their 
paces and present a hardware review for you in our next issue. 


THAT SAME DAY - a Friday the 13th, appropriately 
enough - will also see the launch of the highly antici- 
pated 3DS remake of the classic The Legend of zelda: 
Majora's Mask. We're thrilled that it's coming so soon! 
We thought we'd be waiting until Spring to get our 
hands on it. We've got a new preview on Page 39. 


THE LEGEND OF 


MAJORA'S MASK 51) 


MAJORA’S MASK WILL be joined on store shelves by Capcom’s 
Monster Hunter 4 Ultimate and Bandai Namco’s Ace Combat: Assault 
Horizon Legacy+ on that same February 13, and our cover game for 
this issue, Kirby and the Rainbow Curse, was originally slated to debut 
that day as well. Perhaps smartly, Nintendo’s now bumped its release 
date back one week to avoid the overcrowding on Valentine’s Eve. 
North American fans will be able to grab Kirby’s new all-clay quest on 
February 20. (European fans, sorry. Still no date for you guys.) 


AFTER THE AVALANCHE of new releases in the 
month of February, we'll have a breather of a few 
weeks before it'll be time to join Abraham Lincoln's 
Strike Team Eliminating the Alien Menace. Code Name: 
S.T.E.A.M. will blast into the States on March 13. Two 
months later, it'll hit Europe on May 15. See Page 46! 


\coDE NAME: / 


ANOTHER GAME WE though we'd have to wait longer into 2015 to 
see, Mario Party 10 has, like Majora's Mask 3D, benefited from a 
bump up the schedule to land in the month of March. March 20 will 
MARIO БЕУ) be its debut date in both North America and Europe, and you'll have a 
couple of different purchasing options at retail - the game by itself, 
naturally, or a box set bundle that comes with the new Mario Amiibo 
figure from the new Super Mario series of Amiibos. 


SPRING'S BIGGEST RELEASE is shaping up to be 
Splatoon, the all-new IP coming from a team of the Big 
N's young, up-and-coming designers. It's locked in for a 
worldwide arrival in May right now, and looks so feature 
complete from what we've seen that it seems there's no 
need to worry about it slipping. Preview on Page 40! 


"Would you look at the array of logos on this page? This may very well be the 
strongest slate of upcoming content we've seen in NF so far – particularly 
since three of 2014’s strongest releases are keeping new fun flowing here in 
the new year with their impending DLC expansions. If you're not hyped for 
these next few months, check your pulse. You may be dead."- LUCAS 


TINGLE, TINGLE, KOOLOO-LIMPAH! You've either 
been excitedly awaiting the confirmation or dreading 
that it would be true, but we now know that the next 
playable character joining the Hyrule Warriors cast is 

indeed the love-him-or-hate-him 35-year-old fairy- 
obsessed manchild, Tingle. He and a mask-wielding 
Young Link are the two new heroes who'll become 
playable by way of the Majora's Mask-themed DLC 
expansion, which is scheduled to be available for 
download beginning February 5. Just about one week 
before Majora's Mask 3D hits the 3DS! It should be a 
great way to get yourself ready for the main event. 


HAVE YOU WORN out the tires on 
Link's Master Cycle yet? If you're like us, 
the new tracks activated through Mario 

Kart 8's first DLC pack have been in heavy 
rotation in your home, and by May you'll 

be more than ready for even more. That's 
when DLC Pack 2 is scheduled to arrive, 


and it'll bring with it another eight new 
tracks, even more new vehicles and three 

fresh playable characters: Villager and 
Isabelle from the Animal Crossing series 
and the literally boneheaded Dry Bowser. 


г for 
NINTENDO tor 
SDS ر‎ wî 
CLUB NINTENDO MAY be on its way out, but 
there’s one key promotion that will still be active 
through the Club site until the end of March - the 
process for registering both your 3DS and Wii U copies 
of the new Super Smash Bros. in order to claim your 
free download of the Mewtwo DLC that's on its way 
sometime in the Spring. Perhaps the fact that the DLC 
offer ends registration on March 31 is a clue? We'd be 
thrilled to be able to begin playing as Mewtwo in 
Smash matches in April, as that month's the lightest 
on the slate as it is. (Though Xenoblade Chronicles 3D 
is planned for April. So it's not altogether empty.) 
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THERE ARE MANY obstacles that 
stand in the way of bringing small 
eShop games to a worldwide 
audience. For example, translating 
games into different languages is a 
large undertaking when you're a small 
team. Words have different meanings 
in different countries, and developers 
need to consider cultural differences 
when bringing a product to different 
regions. Something that seems 
innocent and harmless in one country 
might come off as extremely offensive 
in another. 

Nintendo requires that indie devel- 
opers obtain ratings for their games 
before releasing them in the eShop. To 
receive a rating from the Entertain- 
ment Software Ratings Board in North 
America, developers must fill out a 
brief but detailed online questionnaire 
(which doesn't have any fees 
attached). Keep in mind that Nintendo 
will not allow you to release a game 
that gets the ESRB's dreaded AO 
rating (Adults Only). 

For Europe and Australia, going 
through those rating systems is a bit 
more complicated. PEGI, the ESRB's 
counterpart there, charges progres- 
sively higher certification fees de- 
pending on the file size of a submitted 
game and whether or not that game is 
bound for multiple platforms. As you 
can imagine, some of the smaller indie 
developers struggle with payment. 


If you go through the Australian 
Classification Board, the standard cer- 
tification fee ranges between $430 
and $1,210 per game depending on 
what materials developers supply with 
their application. 3DS games must be 
submitted as a playable version on a 
physical game cartridge or as a .cia 
file on an SD card. Wii U games must 
be submitted on a CAT R Disk and 
must be able to run on a Wii U CAT R 
Reader. Fortunately, a new amend- 
ment to Australia's classification was 
recently passed which would allow for 
an automated (and more cost effec- 
ive) classification for digital games. 

It's not only the prices that make 
some rating systems more compli- 
cated to deal with. David D'Angelo 
from Yacht Club Games explained. 

"Every territory has a completely 
different system and rule set for how 
to release a game. It can be incredibly 
difficult to wrap your head around 
everything. Did you know that some 
ratings boards still prefer videos on 
DVD, or even VHS? It's truly difficult to 
know what to expect!" 

According to Nintendo, developers 


must own an office in Japan if they 
want to release games in Japan's 
eShop. The reason: If you're going to 
release a game in Japan, then you 
need to be able to provide customer 
service in that country. Some indie 
developers have partnered with 
Japanese publishers who will take 
Western games to the Japanese 
eShop. This is the easiest way to bring 
your game to the Japanese market, 
but the tricky part is finding the right 
publisher to work with. 

"Shovel Knight still isn't out in 
Japan, as that requires we go through 
a publisher to release in their eShop! 
We're a tiny team - getting a game out 
across the world in many languages is 
quite the undertaking!" says D'Angelo. 

Some regions are also much 
stricter about violent and sexual 
content than the United States. For 
example, the Australian Classification 
Board has a history of initially refusing 
games such as Saints Row IV, South 
Park: The Stick of Truth and State of 
Decay. The Australian release of Stick 
of Truth was censored to appease the 
ratings board after it failed to pass 
Australia's adults-only ratings. And 
just recently, Hotline Miami 2 was 
banned in Australia due to one of its 
suggestive scenes. 

None of those four titles appears 
on a Nintendo platform, mind you – 
because the culture of Nintendo has 
long pushed the most objectionable 


adult-oriented games elsewhere. 

D'Angelo admits that Yacht Club 
Games underestimated how much 
preparation goes into localizing 
games for different regions, but their 
experiences with Shovel Knight should 
make them better prepared for future 
games. "Hopefully in the future we'll 
have this process on lock down!" he 
Says. "That said, it's still tremendously 
difficult to manage all of these 
elements." 

"In the end, we have no one to 
blame but ourselves for the delay 
between territories, as we simply 
didn't prepare enough for all the com- 
plications," he admits. "Things like fin- 
ishing the English text with enough 
time to get the localization done, 
finding a proper localization company, 
setting up our business to be able to 
function in Europe, acquiring our 
PEGI, USK and other ratings, testing 
the new languages and EU builds, 
allowing time for Nintendo certifica- 
tion... the list goes on and on of 
steps where we underestimated the 
time needed between all the parties 
to get the game released." 

There are many factors and 
elements at play when it comes to 
bringing digital games to a worldwide 
audience, and we can only hope that 
the process will become easier and 
cheaper for indie developers in the 
future. - EMILY 
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ii GAMES Go DIGITAL ON Wii U 


Last generation's home console hits return, sans disc. 


IT JUST MAKES sense, doesn't it? 

The Wii U can play Wii games, and most 
retail Wii U games are also available digitally in 
the Nintendo eShop. So why not release some 
of the best titles from the Wii through the 
eShop as well? 

As we kick off 2015, that's just what 
Nintendo has decided to do. In the first 
Nintendo Direct of the year, President Satoru 
Iwata revealed that the very same day the 
program aired, Nintendo would begin bringing 
some of its most popular titles from the Wii 
console to the Nintendo eShop on Wii U. 

So far, only three games have been 
announced in each available region, though the 
selection varies. In North America, Super Mario 
Galaxy 2 was available, with Punch-Out!! from 
Next Level Games following the week after and 
Retro's Metroid Prime Trilogy arriving the week 
after that. For Europe, the three-week release 
schedule consisted of Super Mario Galaxy 2, 
Retro's Donkey Kong Country Returns and 
Metroid Prime Trilogy. In Japan, the lineup was 
Super Mario Galaxy 2, Donkey Kong (Country) 
Returns and Hoshi no Kirby Wii (Kirby's Return 
to Dream Land) from HAL, with Pandora's 
Tower and Sin & Punishment: Star Successor to 
come further down the line. 

Each of these now-all-digital games still 
uses the Wii Mode of the Wii U console, but 
rather than having to load that mode up 
yourself, you're able to access the games 
directly from the Wii U's menu instead. An 


added perk of this is that if you have any save 
data for any of these titles stored from your 
time playing the disc versions in the past, the 
new downloadable versions will still be able to 
access it, allowing you to pick up where you left 
off previously — should you have any unfinished 
business from the original releases. 

Though the games don't feature any particu- 
lar enhancements over their original releases 
(sorry, HD hopefuls; no upscaling here), there is 
at least one perk of particular note: Any down- 
loadable Wii title that originally supported the 
Wii Classic Controller or Wii Classic Controller 
Pro can now be controlled using the Wii U 
GamePad. Combine that with the more recent 
ability to display Wii Mode games on the 
GamePad screen, and you'll be able to play 
some Wii games completely untethered from 
the television screen. The downside here is 
that, so far, none of the games announced for 
North America or Europe can use the Classic 
Controller or Classic Controller Pro — nor does 
the ability seem to carry over to Wii Shop or Wii 
Virtual Console games, rendering the point 
moot at the moment. 

At the same time, however, there are still 
some benefits to be had here - like the second 
chance for those who missed out on some titles 
to be able to grab rarer releases like Metroid 
Prime Trilogy without breaking the bank on 
eBay. Better still, the prices are far lower for 
these games digitally than they were at retail 
just a few years ago. Can't beat that! - DAVID 


POKEMON PUZZLING, FOR FREE? 


Nintendo takes another step into free-to-play with the 


new Pokémon Shuffle. 


FOR A FEW years, analysts have been calling 
for Nintendo to start making games for mobile 
devices. And time and time again, Nintendo has 
said that they're not going to make that move. 
That doesn't mean the company doesn't have 
any interest in mobile gaming, though! In 
recent months, we've seen titles like Rusty's 
Real Deal Baseball and Collectible Badge 
Center hit 305 – these two Nintendo-made 
games are certainly influenced by the world of 
mobile gaming. Now, Nintendo's taking the idea 
of mobile-minded games a step further with 
Pokémon Shuffle. 

No matter what type of gamer you are, 
you've no doubt heard about the match-three 
genre. When it comes to mobile devices, the 
big-name match-three titles include Candy 
Crush Saga, Puzzle & Dragons and millions of 


clones. Pokémon Shuffle plays almost exactly 
like those. You match three or more similar 
icons to clear them off the game board - while 
doing so also takes away HP from the enemies 
on the top screen. You can create chains and 
combos to do big damage to your Pokémon 
opponents, and once the entire Pokémon 
roster on the top screen faints, you'll be able to 
move onto the next challenge. 

Pokémon Shuffle is going to be a free-to-play 


game, which means you can download the software 
for free on your 3DS. You can also play for free, but 
you'll have the option to buy extra lives for real cash. 
If you don't want to purchase lives, you'll have to wait 
acertain amount of real-world time for your lives to 
regenerate. In other words, it's exactly the same as 
9996 of the mobile puzzle games, but this one comes 
with Pokémon flair. Some may see that as a plus or 


minus, but at the very least, every 3DS owner can 
enjoy a free game! - KEVIN C. 
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WHAT LiES BENEATH 


Hollow Knight delves deep into the darkness below the world we know. 


BY NOW, YOU know all about Shovel 
Knight. But it seems there's a new 
chivalrous hero bound for the Wii U 
eShop soon! Let's get to know Hollow 
Knight by talking to the developers of 
his debut game, Team Cherry. 


NF: First off, congrats on getting 
funded! How scary is starting a 
Kickstarter for a video game? 

Thanks man! 
Kickstarters are pretty scary in a way, 
and also way more work than we ini- 
tially thought! But we're made of stern 
stuff and keen to bring Hollow Knight 
to life, so we toughed it out. We 
worked ridiculous hours through the 
whole thing, frantically creating new 
content and tweeting and emailing 
and all that, but the positive reactions 
and support we got from our backers 
made it easy to push on. We probably 
also picked a terrible time of year to 
do it (in December, right when people 
are poorest) but we were impatient 
and didn't want to wait until the new 
year. 


So, who is Hollow Knight? To whom 
does he owe his design? 
Ooohhh, that's kind of a secret! He's 
an odd little guy, that's for sure. He's 
got a kind of creepy-yet-cute vibe to 
him. He just kind of silently stalks 
around everywhere, never saying a 
word, and yet people who meet him 
can't help but open up to him. He does 
have his own history and secrets, but 
only dedicated and careful players will 
be able to discover them. 

Designwise, he was created during 
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Team Cherry's first game jam. The 
initial idea was for some kind of insect 
knight, and our lead artist Ari Gibson 
went from there, coming up with an 
intriguing pale white character with 
deep dark eyes. 


You mentioned Metroid, Zelda ІІ and 
Faxanadu in your Kickstarter as 
inspiration. Can you go further into 
that? Also, it reminds me of Cave 
Story. Do you agree? 

The structure of the game is similar to 
classics like Metroid and also newer 
stuff like Cave Story, in that the world 
is a vast underground kingdom that 
you can poke around in and explore at 
your own pace - and as you explore 
and become stronger, new paths and 
shortcuts will open up for you. 

When designing the feel of combat 
and the shape of the world, we've 
referred back to classics like Zelda 11 
and Faxanadu. We want our gameplay 
to have that same solid quality to it, as 
well as a kind of elegant simplicity 
that allows us to really challenge 
players both in combat and in explora- 
tion and puzzle-solving. 


It's easy to see why the game got 
funded - it looks simply gorgeous 
and the 2D hand-drawn animation is 
amazing. Why have you chosen such 
a dark palette, and why did you 
choose traditional 2D? 

Thanks! From the start there was a 
really strong and unique direction we 
wanted to go in for the art. One 
phrase we've kind of adopted is "dark 
elegance," although, as you can see 


from some of the monster and charac- 
ter designs, there are some elements 
that are grotesque or lighthearted as 
well. This gives the world of Hallow- 
nest a distinct look that sets it apart, 
but also allows us to create assets 
much more quickly than if we were 
working in 3D - so there's also a prac- 
tical element to our decision there! 


Are you worried people may be 
falsely connecting the game to 
Shovel Knight, a recent Kickstater 
Success? 
Ha ha, oh man! We were a little 
worried about it. Hollow Knight 
actually had his name before Shovel 
Knight got big though, and we'd feel 
guilty about giving him some other 
name! Inevitably a few people thought 
we might be trying to cash in on the 
Shovel Knight gravy train, but once 
they actually took a look at the game, 
they could see that it was its own 
unique thing and that our hearts were 
really in it. 

We've actually joked around with 
the Yacht Club Games guys a few 


times about it, so hopefully everything 
is cool and they won't be sending in a 
squad of armored lawyers to beat us 
up. 


I'm seeing a lot of insects. What's 
with all the bugs? 

They crept in there while we weren't 
looking! Sneaky devils. Actually, 
insects are just really cool and inter- 
esting - they're basically miniature 
aliens that live among us! The concept 
of an ancient insect kingdom really 
sounded intriguing to us, and also fit 
the idea of crawling around in deep 
subterranean roads and caverns really 
well. It's a really fertile theme as far 
as coming up with surprising enemies 
and characters and locations goes! 
And who doesn't want to live for a 
while as bug? 


Now that the Kickstarter is done, 
what's your next biggest hurdle 
besides building the game? 

I suppose the trickiest thing is building 
a fanbase, and making sure that once 
we're ready for release we've got the 
word out and people know the game 
actually exists! The Kickstarter was a 
huge head start for us though, and 
we've already got some really pas- 
sionate and dedicated fans of Hollow 
Knight. We just have to keep at it! 


KICKSTA ТЕЕ 
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CRANKING DirriCULTY TO THE MAX 


Exclusive reveal! An all-new, extra-tough Mudd-busting quest called Mutant Mudds Super Challenge 
Is on its way to 3DS and Wii U. Prepare for pain! 


IT'S BEEN THREE years now since 
the first Mutant Mudds blasted its way 
into the 3DS eShop in January 2012, 
and we're pleased to be able to mark 
the anniversary with an NF-exclusive 
reveal of a new installment in the 
series. Now, in his own words, Jools 
Watsham of Renegade Kid will tell you 
what Mutant Mudds Super Challenge 
is all about. Take it away! - LUCAS 


THANKS LUCAS! IT'S hard to believe 
that it's been exactly three years since 
Mutant Mudds first landed on the 3DS. 
The eShop has been a wonderful place 
for us, having now self-published five 
original games for Nintendo's plucky 
handheld - as well as bringing Mudds 
to Wii U. It has been really great 
working with Nintendo. 

Our newest entry for the eShop is 
designed for "super players" who have 
mastered the original game. This title, 


called Mutant Mudds Super Challenge, 
doesn't have a gradual difficulty curve 
like the original game. Instead, it has 
40 levels that will put every Mutant 
Mudds fan's skills to the test. 

For the super players out there 
who have already completed Mutant 
Mudds - including the 20 "Grannie" 
CGA-Land levels – they may remember 
seeing a special screen upon their 
completion that showed Max in a 
jungle, having received "special intel 
on something new brewing!" 

Mutant Mudds Super Challenge 
continues Max's adventure from this 
moment. The intel revealed the 
location of the original meteor impact 
site - and showed that Mutant Mudds 
are still being spawned from it! Max 
sets out from a secret hideout in the 
jungle to locate the meteor and 
destroy it for good. 

The idea for this new adventure's 


gameplay approach was sparked by 
Super Mario Bros.: The Lost Levels, 
which was originally released in Japan 
as Super Mario Bros. 2 for the 8-bit 
Famicom. It was more or less a remix 
of the original Super Mario Bros. 
assets with a higher difficulty level — 
intended to challenge players who'd 
mastered the original. 

However, instead of just a remix of 
the first game's assets, we wanted 
Mutant Mudds Super Challenge to 
feature all-new level art themes for 
the five worlds, new chiptunes from 
the original composer of Mutant 
Mudds, Troupe Gammage, and all-new 
level designs – with devilish difficulty 
infused. 

In addition to each level being 


designed with challenge in mind, there 


are a few new elements to keep 
everyone on their toes. One new 
feature is secret pathways, which you 
can enter by walking behind walls. 


These are always indicated with a 
small porthole somewhere to reveal 
that pick-ups are hidden inside. 

I am super excited about Mutant 
Mudds Super Challenge, and I hope 
fans of the original game are excited 
too. This is a game that does not cater 
to the every-player. It is designed spe- 
cifically for the players who love 
Mutant Mudds and want a new experi- 
ence that they can really sink their 
teeth into. 

We're finishing up the development 
of Mutant Mudds Super Challenge 
now, and hope to have it released in 
both the 3DS and Wii U eShops in the 
next few months! - JOOLS 
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Crossover Kart 
MARIO KART 8 DLC PACK 1 


THERE WAS A day and age when 
Mario Kart's replay value was 
endless. My group of friends would 
gather around our Super Nintendos, 
М645 and networked GameCubes to 
play countless hours of Battle Mode, 
races, time trials and any other 
minigame we could make up on the 
spot. | will always owe a certain debt 
to Nintendo for giving me so much 
joy with such a simplistic concept, 
and ushering me into the entire 
genre. 

In the current era, however, 
games are much more plentiful. 
While as kids we often had to wait 
for months for the next big game, 
major releases now are a dime a 
dozen, and the console war is raging 
just as hard as it ever has. Titles 
need to continue to fight to be 
relevant, and that's just what 
Nintendo's done with the first Mario 
Kart 8 DLC pack - and then some. 


DLC PUBLISHER: NINTENDO 
DEVELOPER: NINTENDO EAD 


Eight tracks are the highlight of 
the event, creating two completely 
new cups - the Egg and the Triforce. 
Classic tracks like Wario's Gold Mine, 
Rainbow Road (SNES) and Yoshi 
Circuit pad out the welcome return- 
ing courses, but it's the newcomers 
that really shake things up. The 
Excitebike Arena is a personal 
favorite of mine, employing a series 
of hills on a standard "racing" loop, 
which allows for a certain amount of 
devlish item-to-item combat. 

The Dragon Driftway is a pretty 
standard course with an East Asian 
theme, but it takes place almost 
entirely in this newest sequel's signa- 
ture anti-gravity mode, which 
sets it apart. Mute City is 
another breakout course, as 
it reminds me of a fantastic 
hypothetical Wii U F-Zero game, 
complete with the most 
beautiful scenery in the 
entire experience. Hyrule 
Circuit's greatness is 


self-explanatory, but its excellent 
extra touches help it go above and 
beyond the call of duty: new enemies 
plucked straight from the Zelda 
series, custom sound bites when you 
pick up items and Rupees appearing 
instead of coins. Brilliant! 

While it would have been fine for 
Nintendo to just include cold hard 
courses, there are a few extras that 
provide the cherry on top. You're 
getting three new characters: Cat 
Peach, Tanooki Mario and the newly 
minted fan favorite that you're going 
to see frequently online, Link. While 
the new racers don't technically act 
any different than the estalibshed 
cast, it's nice to see someone from 
another franchise make an entry, 
possibly setting a precedent for an 
"All-Stars" effort next time. 

You'll also net four more vehicles: 
F-Zero's Blue Falcon, the B Dasher 


from Mario Kart DS, Link's Master 
Cycle (seen below) and a Tanooki 
Kart, all of which fit seamlessly into 
the game. There's nothing better 
than cruising Mute City with the Blue 
Falcon, or racing through Hyrule on 
the Master Cycle. It feels like a com- 
pletely different game, and that's a 
good feeling to have with DLC. 

The only thing this pack is lacking 
is a revamped Battle Mode with real 
arenas. It doesn't seem like Nintendo 
has this as a priority, but | hope it's 
in the cards after the current add-on 
plans. 

If you own Mario Kart 8, you need 
to get this DLC, full stop. In fact you 
should probably think about buying 
the Season Pass right now - and this 
is something | would pretty much 
never recommend. It's the commit- 
ment to quality that really puts 
Nintendo over the edge in terms of 
add-ons. - CHRIS 


N 


Horsing Around on the Battlefield 


HYRULE WARRIORS MASTER QUEST PACK 


THE FIRST ADD-ON pack for Hyrule Warriors brings a wide array of new 
content to the game. If you already downloaded the free update, you can now 
play as three villians: Cia, Volga and Wizzro. They get five dedicated quests, and 
these will give you more background information on the characters. There are 
no cutscenes to be found in them, though, and they don’t get wrapped up as 
nicely as the main story, which is somewhat of a bummer. 

Speaking of giving new characters a spin, a new special weapon gets added 
to Link’s arsenal that is also a character — Epona arrives to bring some real 
horsepower to the battlefield. The Hero of Time’s speedy steed crushes oppo- 
nents with her hooves and slams into fiends to destroy them on the spot. She 
sets herself apart as one of Link’s greatest battle options, and maneuvering 
around stages on horseback is just a joy. 

Additional quests can be undertaken on an all-new Adventure Map, which 
will give you even more things to do. By completing tasks, you'll be able to 
unlock stronger weaponry and alternate costumes to further enrich your expe- 
rience. The rewards are not too crazy - when compared to the original map, in 
particular — but the various objectives feel fresh and fun. 

Last but not least, Cia and Lana both get an additional costume in this DLC. 
The new clothes depict them as the mysterious Guardian of Time, which holds 
significance for the core plot of Hyrule Warriors. They aren't anything too 
special, though, as they're really close to what Cia normally wears. 

The Master Pack is worth its price of admission, though it's not an earth- 
shattering expansion. The additional costumes aren't amazing, the Adventure 
Map rewards are nothing too crazy and the story missions aren't really 
anything cinematic. 

But with that all being said, I still had a lot of fun playing this new content to 
completion. That's perhaps more thanks to the power of the game 
itself, however. - DAAN 


PUBLISHER: NINTENDO 
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The True Midna Takes the Stage 


HYRULE WARRIORS TWILIGHT PRINCESS PACK 


THE SECOND BATCH of Hyrule Warriors downloadable content comes in the 
form of the Twilight Pack, which does things somewhat differently. Unlike the 
previous pack, there are no addtitional story missions here, and the Adventure 
Map is smaller in size. That doesn't stop it from packing quite a punch and 
being a real test for enthusiasts of the title, though! 

The challenges found in this pack's Adventure Map are really for those who 
know the game quite well. Enemies will be rougher and stronger, and your 
characters need to be really well leveled to keep up. (It's no wonder that the 
developers increased the level count to 150, because you're going to need all 
the help you can get.) Even at that, this DLC threw some new curveballs that I 
didn't see coming: You'll have to deal with new adventure items, and some 
challenges will be entirely covered in Twilight. In those missions, you can't use 
any items, or use the special gauges to make the fight easier. You won't be able 
to read your opponent's movements either, which can be overly daunting. If 
you're a newcomer, this won't be anything you'll be able to deal with. 

Next to the missions, you'll also get your hands on a new character and 
weapon: Twili Form Midna, wielding the enormous Mirror of Twilight (and some 
gigantic, swiping hands). Her attacks are wildly fun to use - and the same can 
be said about Zelda's new Dominion Rod, which is also a new addition through 
this pack and slashes fiends with absolute ease. 

Naturally, there are also two new costumes included and this time they're 
for Link and Zelda. You'll be able to dress up the hero and the princess as the 
Postman and Ilia, respectively, which brings a weird charm to the game. 

The Twilight Princess pack is clearly the superior DLC out of the first two 
released. While its scope is smaller, it does wildly different things with the 
game's mechanics and throws new curves at you. The true star here is the 
Adventure Map. It won't be for everyone, as it's an overly punishing 
ordeal. But if you're up for the challenge, download immediately! 

- DAAN 
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The Battle Continues 
MIGHTY GUNVOLT DLC PACK 1 


ON THE SAME day that Mighty Gunvolt 
went on sale as a standalone title, the 
first DLC pack became available for $2.99 
– а buck less than the game itself. With 
the addition of four new levels plus 
bosses, the pack effectively doubles the 
length of the micro adventure. The big 
draw, of course, is that two of the new 
levels come courtesy of Mighty No. 9. 

The Factory welcomes the inflamed 
Mighty No. 1. You traverse the typical 
refinery obstacles, like pools of molten 
metal and broken pipes that spew 
scalding steam. At the end, you square off 
against the flame master himself, who 
sadly has one of the more basic attack 
patterns in the entire game. 

For a greater challenge, head out on 
the Highway, where you hop across 
moving vehicles while trying not to kiss 
the low-hanging billboard robots that pass 
every few seconds. Aboard the bed of a 
massive truck, you meet the nimble 
Mighty Мо. 7, who makes up for No. Г5 
sluggish performance with a large array 
of fast, unpredictable techniques. 

The final two levels are the Bio Lab, 
based on Azure Striker Gunvolt's 
Stratacombs and guarded by the Adept 
Elise, and the Gym, a Gal*Gun locale that 
ends with a battle against the gelatinous 
Mr. Happiness. The former entertains by 
borrowing its source level's gimmick of 
color-coded laser barriers; by comparison, 
the latter is rather unmemorable. 

Though the Mighty No. 9 content offers 
a tasty teaser of Beck's upcoming quest, 
the pack as a whole suffers from the same 
issue as the main game: short, barren 
stages that offer no substantial replay 
incentive in order to mitigate the short 
play time. By all means, spend the paltry 
few dollars if you enjoyed Mighty Gunvolt 
to any degree. The fresh material 
is at least worth an 
afternoon romp. - TONY 
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The Light Gun Classic, Without the Gun 


PVE BEEN HOPING for this release to happen for 
over eight years – and now that it’s here, I think I’ve 
been wasting my time. Duck Hunt played on an NES, 
with a Zapper light gun, is a true classic; a game worth 
spending hours on. Duck Hunt played without a gun, 
through Wii U Virtual Console, is nothing more than a 
five-minute novelty. 

Light guns won't work on modern televisions. You 
have to have an old, bulky, curved-screen CRT TV for 
the tech inside them to function properly, and because 
those types of TVs have been almost entirely phased 
out, light guns and their compatible games have 
become an artifact of an earlier gaming age as well. 
When the Wii was released in 2006 and past classics 
from the NES started being re-released as Virtual 
Console titles, | was among the many calling for Duck 
Hunt to be among the vintage hits to be selected for an 

encore appearance. We argued that, 
even though a gun peripheral would 
no longer work, the game could be 
overhauled to work with Wii 
Remote pointing instead. 
Almost a decade later, 
they finally listened. 
And I wish they 
hadn't. 


NES, 1985 
NINTENDO 
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NINTENDO R&D1 


DUCK HUNT 


A hovering cursor now floats around the screen to 
show you where you're aiming - the Wiimote doesn't 
have sights to look down to line up your shot, you see – 
and it turns the whole experience in a mindless point- 
and-click affair that's nowhere near as satisfying as 
squeezing a real trigger. The cursor simply makes 
things too easy. You always know whether you're about 
to score a hit before you even press the button to fire, 
and you can even just hold the cursor steady in one 
spot more often than not and wait for the ducks to flap 
over into its crosshairs. 

You can turn the cursor off, thankfully, but that 
doesn't improve the fun at all - because then you're 
left without any aiming reference. Even in "off mode," 
the cursor does briefly reappear on-screen every time 
you take a shot - to give you some sense of where your 
last virtual bullet was just sent – only to quickly fade 
out again and send you back into cluelessness. Neither 
option works. 

And so I'm torn. On the one hand, I’ve been wanting 
this VC re-release of Duck Hunt to happen since 2006. 
On the other, it just doesn't work nearly as well as my 
dreams made it seem like it would. It's an interesting 
purchase for gamers like me who played the original 
edition back in the '80s, just to see how the emulation 
was finally accomplished – but beyond the five-minute 
novelty of that, this is a Hunt that's not worth your five 
dollars. 

Dog, you've got a right to laugh this time. - LUCAS 


An Adventure That Unfolds 


TENGAMI 


NINTENDO'S STANCE TOWARD digital 
content and indie developers has taken a 
big shift since the WiiWare and DSiWare 
days. Nintendo used those platforms as a 
way to learn what consumers and develop- 
ers alike want from their digital experi- 
ences. This has made the Wii U and 3DS 
eShops that much better than their prede- 
cessors, and it's also opened up both Big N 
platforms to a wave of indie developers 
eager to get their content onto traditional 
games platforms. The Wii U seems to really 
pull in indie devs left and right, which is 
how Tengami ended up in its eShop. 

Tengami originally started off as an iOS 
game, but it was the dev team behind the 
project that caught Nintendo's attention. 
Multiple members of Nyamyam's staff 
come from Rare, a developer that Nintendo 
fans are no stranger to. While we may not 
get to enjoy new Rare games anymore, 
having former Rare devs bring a title to the 
Wii U makes people sit up and take notice. 

unfortunately, that also unfairly puts a 
ton of pressure on the developers and the 
game itself. To match the output of Rare's 
hundreds of developers with that of an 
indie team just isn't fair. With tempered 
expectations, Tengami comes off as a 
refreshing and enjoyable experience. 

The first thing you notice about Tengami 
is its striking visual style, which takes on 
the look of a pop-up book. Levels appear to 
be made out of various types of construc- 
tion paper, with muted tones and textures 
coming through. Tengami's pop-up book 
style isn't just for looks, though. The entire 
game's core mechanic focuses on the 
shifting of pages and page elements to 
progress in the adventure. 


т PUBLISHER/DEVELOPER: 


NYAMYAM 


Sometimes you'll 
have to pull/push 
paper tabs to shift the 
scenery, while other times 
you'll have to rearrange the landscape in 
order to collect an item or solve a puzzle. 
The pop-up mechanic is deeply rooted into 
the entire experience, making for a very 
unique gameplay approach. 

The key thing to note about Tengami is 
that it's out to stand far away from the 
loud, angry games that dominate the 
market today. It brings with it a certain 
calm nature and soothing atmosphere that 
you don't really see today. This has a lot to 
do with the visuals and puzzle/exploration 
gameplay, but it also sings through in the 
wonderful soundtrack. The game's atmo- 
spheric melodies come from master 
composer David Wise, who spent many 
years composing over at Rare. You've no 
doubt heard David's work before in 
numerous Nintendo titles, and he contin- 
ues to impress with a warm and enveloping 
soundtrack for Tengami. 

The pushing/pulling/turning paper 
mechanic is perfectly suited to the Wii U 
GamePad's touchscreen, making the game 
а joy to explore. Some people may take 
issue with the overall speed of the main 
character (or lack thereof), but it seems his 
pacing is deliberate in order to stay in step 
with Tengami's overarching zen vibe. 
Puzzles never get too taxing and the game 
doesn't overstay its welcome. 

Tengami is a relaxing experience that 
might not tickle everyone's fancy, but those 
looking for a soothing, organic puzzle 
adventure should find a lot to appreciate 
here. - KEVIN C. 


Jump and Throw and 
Dont Die! 


THE IDEA OF arcades being in every mall across North America 
is now a foreign concept. Back in the day, it'd be crazy to find a 
mall that didn't have an arcade chock-full of the latest titles. 
Nowadays kids get their gaming done on dedicated gaming 
devices, tablets and phones. Gone are the days of dimly lit, 
smoke-filled arcades, but that doesn't mean the experiences 
hidden inside are forgotten as well. The gang at Choice Provisions 
has decided to take us back into that era with Woah Раџе!, a 
classic arcade experience in every sense possible. 

Woah Dave! is pure old-school arcade nostalgia from gameplay 
to visuals — you could easily convince most gamers that this was a 
title that originally released in arcades over 30 years ago. The 
sub-8-bit graphics and chiptune music fit the title perfectly, which 
plays out on a single screen. There's no sidescrolling in this game. 
You simply jump from left to right or up and down across one 
screen, much like the original Donkey Kong or Joust. There are 
only two goals to accomplish: stay alive and collect coins! 

How do you do that, you ask? You have to pick up and throw 
skulls at eggs to stop them from hatching. Each time you crush an 
egg, you get one coin to grab. Be careful though, as eggs can 
hatch into bigger enemies and skulls can cause explosions – both 
of these mean the end of Dave. The longer you let hatched 
baddies hang around, the faster they get and the tougher they 
become. Soon enough, your screen could be flooded with enemies 
and you'll have to cross your fingers for a Whoa block, which 
takes out all enemies on screen. 

Kill enemies, collect coins and stay alive! Woah 
Dave! is old-school in every way and delicious 
because of it. - KEVIN C. 
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King of the Smallfolk 


AWORLD OF KEFLINGS 


CREATING AN ENTRY-LEVEL game in the city-building genre 
makes sense on Wii U – and with A World of Keflings, indie devel- 
oper NinjaBee has done just that, sprinkling in aspects of real- 
time strategy and simulation games. But its heavy focus on micro- 
management becomes more mind-numbingly dry than relaxing 
fun as the primary campaign plays out here. 

You assume the role of your Mii avatar in A World of Keflings, 
directly interacting with the charming titular characters. Helping 
the small citizens is the task at hand, as your Mii towers over the 
Keflings like a giant. To assign the tiny residents a job, you just 
pick them up and put them to work. That's easy enough. 

But then things begin to get clumsy. For example, Keflings will 
start chopping down a tree without a fuss – but they won't return 
the resource to their respective kingdom. Instead, you must utilize 
another Kefling to pick up the logs and bring them back to a 
specific building. This type of micromanagement undermines the 
"My First City-Builder Game" premise, and worse, it adds tedium. 

Thankfully, the underlying foundation of A World of Keflings is 
strong. Gathering resources and expanding various kingdoms is 
rewarding, and a lighthearted narrative pushes you to move 
forward. The script is packed full of hit-or-miss jokes, but the 
story never outlasts its welcome. 

What makes a city-building game seem like a natural fit on Wii 
U is the GamePad's touchscreen. NinjaBee makes good use of it, 
displaying a full map of whatever kingdom you're inhabiting. Just 
tap any building to order up new materials or see the amount of 
resources housed there. 

The kicker, though, is that Off-TV Play isn't available — playing A 
World of Keflings in the palm of my hands while watching TV 
would have been the perfect combo. 

Overall, this is a peaceful, sound city-building 
game. But it fails to captivate for long, leading to 
a rather humdrum experience overall. - EVAN 
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It's Hip to Be Square 
E 


THOMAS WAS ALON 


I HAVE PLAYED Thomas Was Alone many 
times over the last couple of years, on a 
variety of platforms. Mike Bithell's game to 
fame is one of simplicity and beauty, and it 
always keeps the player in mind. It tells the 
story of a bunch of shapes - and that might 
sound boring to you at first – but the way 
the whole narrative is told is what makes 
this adventure truly shine. 

The whole game is smoothly narrated 
by Danny Wallace, and you immediately 
begin to feel something about the charac- 
ters. Thomas is hero of the story and has a 
personality that contains zero ignorance 
whatsoever - but he's counterbalanced by 
characters like Claire (who seems pretty 
delusional most of the time). These charac- 
ters will have to overcome their differ- 
ences, pass through the challenges they 
encounter together and form friendships to 
be able to push themselves further. 

Thomas Was Alone is a 2D platformer/ 
puzzler, and a pretty solid one at that. 
You'll go through various levels with the 
shapes, and each emotional object has his 
or her own way of functioning. 

Thomas is a regular square and a skilled 
jumper, while Chris is shorter and performs 
worse at this same task. Then there are 
blocks like Claire, who's rather big and can 
float on water. You need to combine all of 
these skills and get to specific goals for 
each of the characters. The game is pretty 
straightforward fun, and most everyone 
who attempts it should see its end - it's not 
overly challenging and clearly puts its 
emphasis on the story first. An average 
playthrough will take roughly four hours, 
so it's not an extremely long journey either. 


WT] PUBLISHER: CURVE STUDIOS 
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The game oozes 
style though, and that 
makes it really worth its 
entry fee. The excellent 
soundtrack puts you in the right mood for 
experiencing the story, and makes the 
whole of your play time quite soothing. 

The same could be said about the envi- 
ronments - they're simple and don't get 
overly deep, but your surroundings are 
always fitting and they frequently have 
trippy stuff going on in the background. 

As a port to Wii U from PC (and other 
prior platforms), Thomas Was Alone 
doesn't do much with Wii U's unique 
features outside of offering the fairly 
standard option of playing it in Off-TV 
mode. You can tap on the screen to switch 
characters, but this can be done by 
pressing the L and R Buttons as well. It's a 
bit confusing sometimes when trying to 
find the correct character in the cycle, but 
you get used to it in due course. 

Thomas Was Alone was and will always 
remain an endlessly fascinating game to 
me. I don't want to spoil the story too 
much, but it really makes you think and 
ticks all the right boxes for a satisfying 
cerebral experience. What helps its tale 
immensely is that it plays so well through- 
out, and that it's rather vibrant to look at 
(for being so focused on simple squares 
and rectangles). You could dismiss it over 
its less-than-challenging difficulty or the 
fact that switching characters could have 
been easier, but you'd be talking yourself 
out of getting on a ride that you'll never 
forget after it's finished. 

Thomas deserves to not be alone, but 
rather to be in the company of the other 
eShop games you've downloaded. Curve 
Studios had the right idea in bringing this 
gem to Wii U! - DAAN 
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The Realm of Ghouls 


GARGOYLE’S QUEST | 


GARGOYLE’S QUEST II 

gives players a unique 

opportunity to see how 

the "other side" lives. It 

even casts a sympathetic light on 
Firebrand, one of the Red Arremer 
enemies that drove us to sling our con- 
trollers against the wall when playing the 
Ghosts 'n Goblins games. (That's pretty 
ambitious storytelling for an NES game.) 

In fact, it’s an ambitious game overall. 
It mixes role-playing elements with side- 
scrolling action sequences. Said action 
sequences break away from 8-bit plat- 
forming tradition by incorporating flying, 
shooting and wall-climbing, as opposed to 
the usual hopping and bopping. 

It takes some getting used to, but the 
attempt is certainly notable, even if the 
RPG segments feel kind of anemic. When 
Firebrand isn't fighting, the action 
switches to a top-down viewpoint that lets 
the little demon travel through the 
troubled Ghoul Realm. Yes, powerful 
monsters are threatening the peace – 
what, you think that impotent hero Arthur 
is actually dangerous? Feh! 

From the world map, Firebrand enters 
enemy-packed hot spots and towns where 
he can buy supplies. It feels like there 
ought to be more to the marriage of 
action and RPG, but what's here isn't bad. 

Besides, there's plenty to do in the 
action scenes. There are enemies to roast 
with Firebrand's fire breath, and upgrades 
to hunt down. Firebrand's hovering ability 
offers a chance to take down bad guys in 
varying ways, not to mention it grants 
access to all the nooks and crannies scat- 
tered through every action stage. 

While it doesn't occupy the top ranks of 
the revered NES action library, it still feels 
like Gargoyle's Quest II never got the 
credit it deserves. Now's your chance to 
rectify that! Give it a try, lest demons grab 
you and drag you away. - NADIA 
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А Resurrected Opus 
DEMON'S CREST 


DEMONS HAVE AN immeasurably 
long lifespan, so | can only imagine 
Firebrand sat patiently over the years 
and twiddled his thumbs while he waited 
for the world to rediscover his opus, 
Demon's Crest for the Super Nintendo. 

His patience has been rewarded. Demon's Crest is now on 
the Wii U Virtual Console, and the Red Arremer has been 
reborn into a world that is deeply in love with sprite-based 
retro action classics. Demon's Crest, though difficult at times, 
deserves its resurrection. 

Demon's Crest revolves around finding and collecting 
crests that were stolen by an archdemon named Phalanx. 
Firebrand collected the crests legitimately, but unsurprisingly, 
not all demons play fair. 

Firebrand has command over the same moveset he utilized 
in Gargoyle's Quest II for the NES, including hovering and 
fireball-spitting. But the two traits that make Demon's Crest 
notable are its open world and the ability to transform 
Firebrand with the crests he garners. 

The open world gives players a sense of freedom, but 
doesn't feel rambling the way the overworld in Gargoyle's 
Quest II does. Firebrand soars over an impressive Mode 7 map 
of the Ghoul Realm and lands in whatever stages or towns the 
player thinks look interesting. 

Not all stages carry the same level of difficulty, however. 
The transformation abilities Firebrand collects make the dif- 
ference between a stage being manageable or near-impass- 
able. One stage may be suited for his aerial transformation's 
perfected flight skills, whereas another is engineered with his 
ground transformation's toughness in mind. 

unsurprisingly for a Capcom game, the mechanic feels a 
bit Mega Man-ish. The player surmounts challenges by taking 
the right demon-form to the right party – and since Firebrand 
can switch forms on the fly, experimenting to see what works 
best in a situation is relatively painless. 

There's still a lot of stumbling around at first to seek out 
challenges that can be bested by plain-flavor Firebrand, but 
that's part of the fun. Sure, Demon's Crest is never easy, but 
what's the point of complaining about difficulty in a Ghosts ’n 
Goblins game? 

The graphics in Demon's Crest are also worth a devilish 
shout-out. The Ghoul Realm is suitably gloomy, but it's not 
without color. There are deep purples, rich reds, gothic archi- 
tecture and lots of statues to bash around (take that, higher 
art). With those superb graphics and its myriad collectibles 
and passages, Demon's Crest remains as meaty and polished 
as it was on its initial day of release two decades ago. 

- NADIA 
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Haggar the Horrible 


MIGHTY FINAL FIGHT 


BEFORE DIVING INTO the heart of 
what makes Mighty Final Fight a passable 
brawler, we need to address something 
very important about its cover art. On it, 
Cody is wearing a pair of Capcom-brand 
runners, and at the time of this writing, 
there’s no way to buy a pair. It’s criminal. 

Mighty Final Fight was released on the 
NES in 1993, and its existence was a 
kindness for those of us who couldn’t 
upgrade to an SNES straight away. 
However, Mighty is not a port of either the 
SNES or arcade versions of Final Fight. It’s 
its own beast: a sidescrolling beat-'em-up 
that emphasizes cuteness and challenge 
over arcade accuracy. 

The story is largely the same, though. 
The Mad Gear Gang has kidnapped the 
Mayor's daughter, Jessica, and the good 
guys must retrieve her. Each fighter has a 
unique style. Jessica’s boyfriend, Cody, 
uses knives and fists. Guy the ninja uses 
speedy ninjutsu. And the exhalted Mayor 
Haggar just trashes everything with the 
aid of wrestling moves and felt pants. 

Mighty Final Fight is a tough game. 
Enemies soak up a lot of damage, and 
besting bosses means a lot of memoriza- 
tion. Moreover, it’s pretty short. However, 
players can level up as they fight to 
increase their attack power and vitality, 
and replaying the game with all three 
characters extends its life a bit. 

Unfortunately, there’s no simultaneous 
two-player option. Mighty Final Fight was 
released three years after the NES adap- 
tation of Double Dragon II, so the lack of 
two-player options stinks worse than 
street meat left to cook on Metro City’s 
asphalt through the noonday hour. 

This isn’t the best NES brawler, but it’s 
far from the worst. It’s a fun 
little thumper – and it 
goes without saying this 
fight isn’t final. - NADIA 
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First to Leave Japan 


FIRE EMBLEM 


THE FIRE EMBLEM franchise is one of Nintendo's oldest and most 

storied series, but Western gamers didn't get to experience its blend of tactical 
role-playing until the release of this eponymous title (known in Japan as Fire 
Emblem: The Blazing Sword) for Game Boy Advance. Prior to that, fans' only 
exposure to Fire Emblem was through Super Smash Bros. Melee, which 
featured two of the series' most recognizable heroes, Marth and Roy, as 
unlockable fighters. Their appearance in that game helped spread awareness of 
the obscure franchise, paving the way for its international debut a year later. 

Revisiting Fire Emblem, it's easy to see why Nintendo chose to bring this 
particular installment to Western territories before any other. While the series 
is renowned for its difficulty (in particular, its permadeath feature, which 
removes any characters who fall in battle from your party for the remainder of 
the game), Fire Emblem for Game Boy Advance does its best to ease you into 
the gameplay. The game begins with an extended tutorial mode, which follows 
the story of Lyn, the sole survivor of the Lorca tribe. Lyn's tale takes her to the 
distant country of Lycia, gradually teaching you the nuances of gameplay along 
the way, from moving and recruiting units to battling foes and maximizing 
terrain. Once Lyn's story arc concludes, the game begins in earnest, shifting its 
attention to Eliwood (father of Roy) and his quest to find his father. 

Each chapter in Fire Emblem unfolds like an elaborate game of chess. You 
position your units around the map according to that character's movement 
radius, which is determined by his or her class – Knights, for instance, can only 
trundle a few steps per turn, while Pegasus Knights can fly over large swathes 
of the battlefield. Each class also comes with its own inherent strengths and 
weaknesses, which players will need to carefully weigh before every move. 
Moreover, each unit you acquire is a fully realized character with his or her own 
name and personality, and the bonds you develop with your party makes the 
sting of the series' permadeath feature all the more potent. 

All of these elements converge to make Fire Emblem one of Nintendo's 
deepest and most challenging titles, and clearing a chapter without any casual- 
ties is immensely rewarding. But while this game is still satisfying, it doesn't 
have quite as much depth as some of the series' later installments. Those who 
were introduced to the franchise through Fire Emblem: Awakening for the 3DS 
will find some of its defining features — such as the ability to pair characters up 
on the battlefield – missing from this game, making it feel much more basic. 

But despite its age and simplicity compared to some of the franchise's later 
sequels, Fire Emblem is a deep and engrossing adventure that's worth a 
download, particularly for RPG fans. Whether you're a newcomer to the series 
or have been following it since its Western debut, the game offers a lengthy 
and challenging campaign that will test your strategic thinking, making it a 
great addition to any Wii U owner's digital library. - KEVIN K. 
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He's Got This Pegged 


DK: KING OF SWING 


EUROPEAN FANS, I feel your pain. | know we probably didn't 

do you any favors by putting Kirby and the Rainbow Curse on the cover of this 
issue, seeing as how its release date in your region is still so far off that it 
hasn't even been pinned down to a specific day – or even a specific month – 
yet. But if you aren't taking solace in the fact that your countries are getting 
the regular-sized New Nintendo 3DS while we in North America aren't, just look 
back to the past for plenty of other examples of times when games made their 
arrival in Europe well before they went on sale in the States. 

Like, say, DK: King of Swing. 

This game was one of the first | ever imported from overseas - because I 
just couldn't wait to play it. It was released in Europe in February 2005, but it 
wouldn't end up hitting store shelves in America until over half a year later! 
There was no way | was waiting around for seven extra months to play the US 
edition in September when I could simply pay a few extra bucks up front and be 
enjoying it much, much sooner. So I did. | remain proud of my great wisdom. 

I wanted to own King of Swing as soon as | could because it had made such a 
strong impression on me when I first had the chance to play it – the previous 
May, at E3 2004. Its unique control scheme grabbed my attention and wouldn't 
let go. At first glance, it seems like a sidescrolling Donkey Kong adventure - just 
one using more traditional sprites than the rendered ones that had defined the 
Donkey Kong Country series in previous years. But it handled like nothing 
anyone had seen before, as you didn't direct D.K. with the D-Pad. Rather, the 
whole game is controlled using just the L and R Buttons. 

Essentially, L activates Donkey Kong's left hand, while R controls the grasp 
of his right. You press them in a back-and-forth, alternating rhythm to get him 
to open and shut his hands, inching your way up a series of free-floating pegs 
in the sky that function like the handholds you'd see on a rock-climbing wall. If 
you keep both hands clenched, D.K. holds his current position and charges up 
for a vertical leap – vertical relative to whatever his current orientation is, that 
is, as he's constantly spinning in circles (which he does automatically if you 
have one of his hands grasping a peg, but not the other one). 

It's one of the silliest, most enjoyable parts of any Donkey Kong game just to 
watch him spin around and around in endless circles in King of Swing. 

The novelty of the control scheme gives way to some frustration as you 
progress and get into situations in which you know that more traditional plat- 
forming control would let you get to a level exit in seconds, but it's also satisfy- 
ing when you master the whirling Kong's erratic movements and spin your way 
to success. I’ve had a blast replaying this design here on Wii U, and | may 
actually prefer this edition because of the shape of the GamePad's L and R 
Buttons - they feel more "graspy" than the old GBA hardware's. 

So take King of Swing for a spin, won't you? - LUCAS 
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Testing Your Mega Manhood 


MEGA MAN ZERO 


THE MEGA MAN franchise is well-renowned for 

its challenging difficulty. However, those who've played through 
numerous installments may well find several of the games 
rather easy for their experienced tastes, moreso than a 
newcomer to any of the many different Blue Bomber series 
might. From the classic NES games to Mega Man X and beyond, 
there has been a certain, steady level of difficulty throughout. 

Then we have Mega Man Zero. For those who casually stroll through Wily's 
castles or Sigma's fortresses like they're a walk in the park, Mega Man Zero is 
effectively the Mega Man game of Mega Man games in the challenge it brings 
forth. For those who have become complacent in their Mega Manhood, Mega 
Man Zero is like boot camp. It is tough. It is unforgiving. And it will push you 
like nothing the series had ever seen before (save for maybe "Jump! Jump! 
Slide! Slide!", but we don't talk about that any more). 

unfair, though? One might argue that is the one thing it is not. Everything 
you've come to expect from the series is here: great graphics, excellent music, 
precise controls and gameplay that often features pattern recognition. Save for 
acquiring the weapons of fallen enemies (such things are acquired in different 
WayS), it's everything you've come to expect from the brand. It's not turned up 
to 11 here; rather, things have been turned to some unknown number that has 
effectively broken the dial. 

Extra lives? There are no extra lives here – one slip up, and it's Game Over. 
As Zero, you instead trade in continues for extra chances to persist in your 
quest to protect the Reploid Resistance from the tyranny of the X-controlled 
city state of Neo Arcadia. Power-ups and upgrades? These exist in the form of 
creatures known as Cyber Elves, which you must nurture from an infant-like 
state into a matured form... before killing them to enhance your own abilities. 

That's right - the game will lend you a helping hand if you need it, but it's 
going to make you work and grind for it before slapping you in the face and 
calling you a wuss for accepting it. Choose to accept the aid offered to you and 
it will make you feel as bad as it can for doing so. 

There are other ways to improve yourself, though. Elemental chips are the 
spoils of war reaped from certain bosses this time out, while your allies will 
provide a spear and Captain America-esque shield boomerang in addition to 
your Z-Saber and Buster Shot gun. An experience level system even allows you 
to improve their capabilities and strength. 

What's more, the Wii U itself offers a helping hand the original GBA 
hardware didn't, allowing you the use of Restore Points to neutralize the 
one-life limit. You can also reconfigure the buttons to match the Super NES 
Mega Man X games, if you choose. But will that be enough for you? 

In 2002, the bar was raised – old-school Mega Man was no longer the 
hardcore standard. Zero set the new mark to beat. Can you beat it? - DAVID 


ORIGINAL RELEASE: GBA, 2002 
PUBLISHER: CAPCOM DEVELOPER: INTI CREATES 


This Game's So Meta 


KIRBY: NIGHTMARE IN DREAM LAND 


NEVER MESS WITH Kirby's nap time! When King Dedede breaks 

apart the Star Rod that powers the Fountain of Dreams, everybody in Dream 
Land stops dreaming. Kirby must travel across Dream Land and defeat 
Dedede's friends in order to restore the Star Rod and bring back everybody's 
dreams ... but is something more sinister going on? 

If the set-up sounds familiar, that's because this is a remake of the NES 
game Kirby's Adventure. While it may not have been one of the most challeng- 
ing games ever made, Adventure introduced Kirby's power to steal enemies’ 
abilities and use them to fight and solve puzzles - and it oozed cuteness and 
fun from beginning to end. 

Nightmare in Dream Land does the original justice, with a visual overhaul 
that exudes an adorable, marshmallowy charm. The sprite animations are 
some of the best Nintendo's ever produced - everything is bright and colorful. 

However, this isn't a Metroid: Zero Mission-style remake, where a new game 
is designed around the skeleton of the original. It's not even like the Super 
Mario Advance games, with their new levels and challenges. This is a straight 
remake, block-for-block, of the original. And while being a remake of a good 
game is no bad thing, with both versions of the game easily available on the Wii 
U Virtual Console, is it worth spending a little more for this GBA version? 

There have been some changes. The difficulty of boss battles has been 
brought down - perhaps too far - to where it's common to be able to wipe 
these big baddies out before they even get a chance to fire off an attack. 

And the map screen minigames have all been changed. Quick Draw is a 
battle of reflexes, featuring samurai rather than the cowboys of the original. 
Bomb Rally sees four Kirbys batting a bomb between them with frying pans 
until only one remains. And Kirby's Air Grind is a racing game where four Kirbys 
ride Warp Stars along rails, timing jumps over spikes for a speed boost. 

Then there's the exclusive Meta Knightmare mode - you play as Meta Knight 
in his debut playable appearance! In this speedrun game, your score is replaced 
by a timer, you're always armed with the sword and there are no extraneous 
animations or minigames to stand in the way of a fast finish. Unfortunately, to 
access this game, you must first complete the game 10096, and then complete 
the harder Extra Game with 10096 as well. 

If after beating the game twice in a row you can't wait to beat it again even 
faster with Meta Knight, then this might just be the game for you. If you haven't 
played the original and can't decide which to pick, then Nightmare in Dream 
Land has great graphics and the same great gameplay as the original, and it 
might be worth picking up for a few extra dollars. 

However, if you've played the original recently, then this is going to be a very 
familiar retread of old ground that may leave you wishing for something more 
that you haven't already seen before. - MARK 
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Mario-ized Even More 


SUPER MARIO ADVANCE 


SUPER MARIO ADVANCE is the near-epitome of what one 

might dub the "Super Mario Bros. 2 Project." As many well know, the game was 
originally a Fuji Television licensed tie-in titled Yume Kojo: Doki Doki Panic, but 
upon the decision not to release Japan's sequel to Super Mario Bros. in the 
West, it was modified to be more Mario-like. Despite the changes that would 
revolutionize the franchise, it's still clear upon reflection that this game wasn't 
designed in the same vein as Super Mario Bros. and Super Mario Bros. 3. 

However, this Game Boy Advance launch title version of the same game 
brought the idea of "Mario-izing" Doki Doki Panic to its logical conclusion. Using 
the 16-bit Super Mario All-Stars version as its base, Super Mario Advance 
manages to enhance and refine the game in just about every aspect imaginable 
to make it feel more like a true Mario experience than ever before. For 
example, there are noticeable changes to the physics: Mario and friends now 
screech to a halt and red shells bounce off of walls, just as in other Mario titles. 
Taking out multiple enemies with one throw of a turnip now adds to the newly- 
included score counter, even resulting in a 1-Up for truly perfect tosses. 

Even the most seasoned veterans of the game's earlier editions will find new 
things to discover, as level layouts have been reworked and tweaked slightly so 
that each now includes a third Super Mushroom to find, as well as five Red 
Coins. And completing the game once opens up another new challenge, as 
stages then shift again to contain just one Super Mushroom, with two Yoshi 
Eggs to find in the place of the others. 

The 8 Bits Club (the collective name of the baddies in this adventure) have 
seen some tweaks to their ranks, as giant foes such as Shy Guys and Ninjis 
abound, and an all-new boss appears in the form of the giant mechanical 
Robirdo. Each boss is now voiced, too - lending a bit of fresh personality to the 
proceedings - and a few even have short in-game cutscenes depicting their 
origins of sorts, such as Wart's magic enhancing a regular Sidestepper from the 
Mario Bros. arcade game into the boulder-chucking Clawgrip. 

Longtime NF readers may recall that all the way back in Issue #4 I gave the 
original version of Super Mario Bros. 2 a perfect 10. So, if this version adds 
more new content and improves on it considerably, how can it wind up garner- 
ing a lower score? 

For starters, some may not welcome the inclusion of voices for Mario and 
the gang, as they can get extremely repetitive. Meanwhile, Mario Bros. Classic 
is relegated to one player only, negating much of the unique fun of this version. 
The biggest problems of all come from the original hardware, as the GBA did 
the soundtrack no favors, and the smaller screen resolution leads to a lot of 
jerky camera movement that can work against you at times. 

That said, this is arguably the definitive version of SMB2/DDP in terms of 
content. It could just use one more revision to achieve perfection. - DAVID 
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That's How He Rolls 


MARIO PINBALL LAND 


IF YOU'VE PLAYED any modern pinball games on consoles or 

newer handheld systems, you'll find Mario Pinball Land to be slow, hard to 
control and frustrating. (That isn't to say the game wasn't frustrating in its own 
time over a decade ago, but it's definitely showing its age now.) 

The stage is set for a rolling Mario romp when Peach gets kidnapped by 
Bowser and our favorite plumber's forced to transform into a pinball to pursue 
his princess. He steps into Toad's "Pinballer" and then shoots up to the sky via a 
Sky Cannon. The plot won't win any awards, but if story's important to you in a 
pinball game, you have very few choices to begin with. 

Mario begins in familiar surroundings, and many of his previous games’ 
challenges are altered to fit into a pinball setting. You collect stars so you can 
go through star doors and enter other areas, and each area has different tasks 
to complete to earn those vital stars. At times the game feels overly easy, while 
at other times you know exactly what you need to do but can't quite bounce 
Mario into the right spot to do it. The actual challenges can be overshadowed 
by simply trying to stay on the board long enough to complete them. 

If you drop to a different board, progress on the previous one isn't saved, 
and the speed of the game seems to be locked іп at a beginner's расе - half of 
the fun of pinball is when things get fast and intense, but things never seem to 
ramp up to that level in this game. Power-ups actually exacerbate the problem, 
when you need to be larger or smaller to complete certain tasks. 

The bosses are fun and creatively beaten, but certain tasks are asking too 
much in the cramped setting. Petey Piranha is taken down easily enough, but 
the rest of the bosses each have their own annoyances - Puffer-Cheep and King 
Tutankoopa (seen above) were particularly difficult not because of their actual 
battles, but because of the scale of their lairs. This problem's helped a little by 
playing on the Wii U, but the game's assets still feel overly large for the screen 
they're being presented on. 

Hit detection seems off at times, and the physics can lead to impatience 
during some of the fights in which you have to act quickly. Nothing is timed – 
unless you're playing in the Time Attack mode, which is just a way to make the 
experience more frustrating. 

The Mario series' sound effects fit unsurprisingly well in a pinball setting, 
and each noise you hear is expected and welcome. The music is on the other 
side of the sound equation, though, as it's so grating that many players may 
want to skip the audio altogether. 

The game does have redeeming features despite these problems. The bonus 
areas are a blast; seeing how characters have been adapted smartly to a 
pinball setting is fun; much of the art is worth gawking at and it's all good for a 
quick romp. But the pros are definitely outweighed by the cons, and $7.00 is 
just too high an asking price for this dated, sub-par spin-off. - BRETT 
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Kart's Portable Debut 


MARIO KART: SUPER CIRCUIT 


MARIO KART IS one of Nintendo's biggest franchises at the 

moment. The brand has become an absolute powerhouse on both consoles and 
portables, moving tens of millions of copies across its various installments. 
Mario Kart has been with us all the way since the Super Nintendo days, but it 
never really hit its true sales potential until recent years. 

For a long time there, Nintendo fans never saw Mario Kart as a portable 
franchise. Nowadays it's hard to imagine Nintendo portables without a Mario 
Kart entry. We owe all that to Mario Kart: Super Circuit, which was the very first 
portable entry in the series. 

Revisiting Mario Kart: Super Circuit takes us back to a time when Nintendo's 
hardware was a bit modest compared to today's standards. The GBA was no 
slouch at the time, but looking back on it nowadays, we see it as being close to 
a Super Nintendo, but with a few more bells and whistles. It's obvious that most 
of Nintendo's first-party titles aimed to push the GBA to its limits, and Mario 
Kart: Super Circuit did just that. While it may not wow anyone today, seeing 
what the title did back when it originally launched was quite a sight to behold. 

Mario Kart: Super Circuit is about as close to an SNES Super Mario Kart 
direct successor as you can get. The Super Nintendo's big technical trick was 
Mode 7 technology, which allowed for big spritesheets to be zoomed in/out on, 
as well as twisted and turned. This was very much on display in the tracks for 
Super Mario Kart. Mario Kart: Super Circuit uses a visual approach that is very 
similar to the SNES' Mode 7, but it provides a much more vivid canvas. 
Everything is more detailed and colored better, leading a visual presentation 
that easily outshines the SNES outing. 

Gameplay pretty much remains the same from the original Kart as well. 
Aside from a roster swap that replaces Koopa Troopa with Wario and Donkey 
Kong Jr. with D.K. himself, this is classic Mario Kart scrunched down onto a 
portable screen. 

This also means that the tracks themselves are devoid of any hill-like 
changes in elevation. Super Mario Kart's visual engine was impressive, but it 
didn't allow for any sort of hilly terrain. Mario Kart: Super Circuit is exactly the 
same. At the time, this wasn't anything to complain about, but having played so 
many Mario Kart installments since this release, it's hard not to notice the lack 
of terrain topography. 

As long as you don't mind taking a step back into a simpler time, Mario Kart: 
Super Circuit should still provide a lot of fun. The core gameplay is there and as 
fun today as it was back then. The audio, while a bit tinny, still offers up memo- 
rable tracks and classic sound effects. 

The Mario Kart series has seen some absolutely huge benefits thanks to 
Nintendo's newer technology, but that hasn't taken away from the basic ideas 
of racing and fun that Mario Kart: Super Circuit still offers. - KEVIN C. 
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Not "Mario" Enough 


MARIO GOLF: ADVANCE TOUR 


CONSIDERING THAT THIS game's name is "Mario Golf," it's 

surprising how little golf or Mario you'll encounter in its first 30 minutes. In 
fact, there's very little Mario in this game at all! You play as your choice of Neil 
or Ella, new recruits at the Marion Golf Academy. Your aim? To become the 
champion of four courses for a shot at one day playing against Mario. 

Your character is a student of Kid — the hero of the Game Boy Color version 
- whose name belies the fact that he's now grown-up and retired from pro golf. 
You and your golfing partner arrive with another pair of hopefuls, meet the 
people in charge of the academy, and Kid announces himself as coming out of 
retirement. As this game is designed by Golden Sun developers Camelot, all of 
this is told through lengthy dialogue, heavy on the emoticon speech bubbles. 
And absolutely none of it has any bearing on the rest of the game. 

When you finally get to the golf, there are few surprises. Select your club, 
aim your shot and time your hits on the Power Meter to control the power and 
accuracy of your swing. On the upswing, hitting A will give you a slightly easier 
"auto" hit, while hitting B will give you a "manual" hit, allowing you to add 
topspin and backspin for more precise control. 

If you were expecting some crazy Mario-style golf courses, then you have a 
long journey ahead of you. The four courses you have to play through are 
straight-up, normal-looking golf. Only after mastering them all do you move on 
to the final course in the Mushroom Kingdom, where Bob-ombs, Thwomps and 
Chain Chomps roam the greens. 

Along with classic Singles Golf, you can also play Doubles, where you and 
your A.|.-controlled partner alternate stroke-by-stroke to clear each course. 
While Doubles Golf is designed to help beginners get through the courses, 
you'll likely spend most of the game wondering what you did to upset your 
partner as they sabotage yet another perfect shot for no good reason. 

This game also mixes in an RPG leveling system. By taking part in golf tour- 
naments, matches and minigames, you collect experience points. You can 
spend experience on leveling up your selected player and golfing partner, 
improving one of your stats for each level gained to create a character tailored 
to your personal play style. 

unfortunately, this also leads to the biggest problem with the Wii U release. 
In the original game, you could use your custom character in multiplayer 
matches, or transfer them to Mario Golf: Toadstool Tour on the GameCube. With 
both of these options disabled on Virtual Console, it feels like a whole part of 
the game is missing. There are even four unlockable characters forever off- 
limits due to this lack of link-up capability. 

If you're looking for a golf game, then this is a decent-sized title for the 
price, with five 18-hole courses to conquer. But if you want to play a real 
"Mario" game, this may not be quite what you're looking for. - MARK 
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Lost in Space 


THE METROID FRANCHISE has taken a 
bit of a rest since the disappointing Metroid: 
Other M - it was clear that Nintendo wanted 
to try something different with Samus’ 
series, but while there's certainly an amount 
of respect earned for forging a new path, 
the end result left most fans with a bitter 
taste in their mouth. Nintendo saw the fans’ 
negative response, and the talkative Ms. 
Aran has gone quiet ever since. 

That's where the team at Renegade Kid 
comes into play. 

While Metroid fans are well aware of 
Samus' current lack of bounties, more long- 
time fans are wondering if the fearless 
bounty hunter will ever return to a 2D style 
of gameplay. We haven't seen Samus take 
on any purely sidescrolling adventures since 
the GBA days, which has led many to foster 
quite a desire for any new 2D Metroid-like 
experience – and that's exactly what 
Renegade Kid has presented with Xeodrifter. 
While this 3DS eShop title has absolutely no 
official ties to the Metroid franchise, it cer- 
tainly plays and feels exactly like one of 
Samus' earlier adventures. Quite frankly, 
this is the Metroid game that fans have been 
wanting for quite some time. 

Xeodrifter's light on story, as you get just 
enough to understand why you're out and 
about exploring exotic planets. The main 
hero of Xeodrifter has had an unfortunate 
encounter with an asteroid while out 
piloting his spaceship. This caused his ship 
to be thrown off course into an uncharted 
part of space, and, even worse, the ship's 
warp drive has been damaged, making 
long-range travel impossible. After a quick 
scan of the environment, four planets are 
found that could offer a solution to our 
hero's problems. Somewhere deep inside 
one of them is a power source that could be 
used to repair the warp drive. It's up to you 
to explore these hostile environments and 
collect the necessary material to repair the 
drifter's warp drive so he can make his way 
home. 

You can probably already see how 
Xeodrifter shares a lot with the gameplay of 
Metroid. You play as a character who can 
visit any of the four planets at will. (While 
the ship's warp drive is damaged, it can still 
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sputter back and forth 

between the few planets 

in range.) You actually pilot 

the ship to these planets and use your tele- 
portation device to drop down to the planet 
below. From there on out, it's just you and 
your trusty pip gun as you fight off nasty 
enemies, hunt down power-ups and stumble 
upon secret areas and abilities. 

Quite early on you'll learn that there's 
one big boss in particular who is the key to 
fixing your warp drive. You'll encounter this 
boss multiple times, but in each new battle 
this baddie shows up equipped with new 
abilities - whereas if you manage to take 
him down, you'll find yourself the owner of 
your own new ability. These include jumping 
back and forth between background and 
foreground (as in Renegade Kid's Mutant 
Mudds), a super-speed run, the ability to 
summon a submarine and more. All of these 
power-ups are necessary to explore each 
planet to its fullest and finally taking down 
that one, relentless main enemy. 

While the open-ended exploration and 
item collection should make any Metroid fan 
smile, it's the weapon upgrade system that 
really shines. Along the way you'll collect 
little power-ups for your pip gun, but it's up 
to you how you use them. The bottom 
screen has multiple options for what you'd 
like to power up on your pip. You can make 
it shoot faster, make bigger bullets, have the 
bullets spread out and more. You simply use 
your stylus to plug a power-up into the skill 
tree for each type of ability, which automati- 
cally augments your gun. Even better, you 
can change these upgrades on the fly as 
many times as you want. In other words, 
sometimes you might find a "bigger bullet 
with spread" loadout to be best in fighting a 
particular enemy. Other times a "single 
stream of rapid-fire shots" might do the 
trick. You can make these decisions on the 
fly for any situation you encounter without 
any penalties or restrictions, making the 
gun customization options quite engaging. 

Xeodrifter is a wonderful tribute to the 
Metroid franchise, but it also breaks new 
ground with its own unique mechanics. 
While Nintendo tries to figure out where to 
take Samus on her next adventure, there's 
no better substitute than Xeodrifter: a 
pocket-sized Metroidvania that should easily 
work its way into your heart. - KEVIN C. 


DRIF TE 
MAX Woz HERE! 


I ALWAYS THOUGHT Max might be a miscreant, and now it's finally 
been confirmed - the nerd-glasses-wearing, water-blaster-wielding hero 
of the Mutant Mudds games is a brazen graffiti artist! He's defaced a wall 
hidden deep within an entirely different game: Xeodrifter, the just- 
released new Metroidvania from Renegade Kid. (You probably just read 
our review over there on the last page.) 

To track down and see the crime scene with your own eyes, you'll need 
to have progressed about midway through the adventure already, as 
you'll need access to the Submarine, Plane Shift and Run abilities to get 
there. 

The room is found on Planet 3. From the entry point, make your way 
all the way straight down the corridor ahead of you, to come to the east- 
ernmost edge of the map. Dip down into the small Submarine section, 
then climb the short vertical shaft that follows. From there, don't 
continue down the obvious path by going down again. Instead, push 
against the wall on the left to discover that it's a fake. Walk through it for 
just a few paces, and you've arrived: 
The evidence of Max's disrespect 
for the sanctity of alien caverns 
will appear before you. (See the 
map included here if you need 
more navigational assistance.) 

Want a bonus Pro Tip? The 
Solar Flare weapon is more useful 
than you might think: It can break 
the boss' shield in one shot, and 
it can also deflect enemy projec- 
tiles if you hold it charged in front 
of you while you run! - LUCAS 


CROSSOVER CONVERSATIONS 


AS IN PREVIOUS Smash games, Team Star Fox will hold various conver- 
sations with one another during battle, if you input the correct commands 
to summon their speeches. When playing on the Corneria stage (in the 
3DS version) or Lylat Cruise (on Wii U) as Fox or Falco, tap Down on the 
D-Pad as quickly as possible. If performed correctly, an alternate taunt 
will trigger. If the taunt completes without the character getting hit, one 
of several conversations will start – Peppy Hare, Slippy Toad, Krystal and 
even the members of Star Wolf will all offer up commentary on the fight. 
Note that in the Lylat Cruise case, the dialogue won't start until the next 
time the stage transitions, and you can only perform the trick once per 
stage. 

There's a separate Star Fox conversation hidden in the Wii U edition 
too, but it can only be triggered if no players are using Fox or Falco. 
Select any other fighters, then, on the stage select screen, have all 
players hold down the Z Button (or the equivalent on the controller 
they're using) and start the Orbital Gate Assault stage. A long and 
amusing conversation will span the entire stage loop! 

Finally, when playing as Pit on the Palutena's Temple stage (Wii U 
version only), tap Down on the D-Pad to trigger an alternate taunt for 
him. Palutena and Viridi will pop in to discuss your current opponents, 
just as talkative as they were in Kid Icarus: Uprising. They even have 
something to say about the alt-costume-only characters, like the 
Koopalings! And if your opponent is Robin, you'll get to witness a special 
cameo by Chrom - poor, rejected-for-playable-status Chrom. - AARON 
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WHATS THE MOST EFFICIENT WAY TO 


GRIND FOR GEMS? 


SUBMITTED BY MARK JOHN VIGNONE JR. 


" 
IN PIRATE'S CURSE, you don't really need to grind nearly as much 4 КӘ ЕР) 
as you did іп Risky's Revenge. In fact, you can cut down on grinding . 

by committing to upgrades and skipping consumables as often as 
possible. Still, you'll want the attack speed upgrades as quick as you 
can, so you may want to grind occasionally. 

The easiest way is to find a spot where gems spawn from pots. 
Usually these will net you gems worth larger amounts of cash, and 
although they stop giving you rewards on the same screen, you can 
usually exit through a nearby door, then rinse and repeat after 
returning. The temple on Tan Line Island is basically pot heaven. 

Another method is enemy farming. The best route I’ve found is 
on Spiderweb Island - you can just kill the zombies over and over at 
the start. If you happen to find a good spot like this through normal 
play and aren't embarking upon a speedrun, stay for a bit and grind 
some gems just in case. If you're having trouble with the game, go 
ahead and max out your healing consumable count. Otherwise, stick 
to ability progression purchases. 


HOW DO YOU UNLOCK THE 
DIFFERENT ENDING IMAGES? 


SUBMITTED BY JOSH WISE 


UNLOCKING EVERYTHING - INCLUDING the secret ending 
and every piece of wallpaper - is as simple as clearing the game 
with every Squid, item and piece of Magic unlocked in under two 
hours. Beating the game will earn you one piece. Clearing it in 
record time will earn you another. And unlocking everything will net 
you the last wallpaper. If you do all three, you'll have it all. 

| wouldn't recommend rushing for the two-hour mark initially 
though, as you'd likely skip a lot of enjoyable dialogue and cut down 
on your enjoyment of the game. Plus, you can use your first play- 
through to really get a feel for everything for your speedrun. The 
key ingredient in any quick completion is the liberal use of the dash 
ability - almost every area has at least one or two straight lines 
where you can dash through for ages, even if it doesn't look like you 
can. 

As far as collecting every unlockable goes, you'll probably miss 
the pirate in the sewers. Go to the first island, head all the way to 
the right, drop down, then head to lower right-hand area and run 
left to pop out a hidden collectible. Beyond that, just make sure 
you've exhausted every exploration opportunity. Check your map 
constantly and see if there are any unfinished lines in the U.l., then 
head for those parts like a hawk. 

In fact, the best course of action is to slowly make your way 
through the "collect everything" achievement the first time around, 
which will prep you for your second quick clear. My general rule for 
speedruns is to estimate how long each area will take. Then, toward 
the beginning, go for a flawless run until you at least get to the 
second island. If everything is OK by then, just go for it. Also, have 
every objective and puzzle written down beforehand so you don't 
get confused. Good luck! 
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IN LEVEL 1-6 - SHY GUY HEIGHTS - HOW DO 


YOU "SLIP PAST ALL OF THE SHY GUYS" TO 
COMPLETE THE BONUS OBJECTIVE? 


WHAT IS THE BEST TECHNI 
MAXIMIZE SUPER GEM C 


THE BEST WAY to earn Super Gems in Captain Toad: Treasure Tracker is to use a 
strategy І call "clearing." You're basically going to check every nook and cranny in a 
particular area before moving onto the next zone, then repeat. Let me explain. 

Nearly every level in Captain Toad is made up of zones. Sometimes they're 
broken up by falls, ladders or events that close off access to previous areas through 
activities such as minecart rides. Before you move on to the next area, you want to 
make sure that you've picked up everything in the current one – otherwise you 
won't be able to return until you've completed or restarted the stage entirely. 

One key example of this is found within hilly areas, or levels with water, like 
Briny Bowl Swimming Hole. If you devise that the next course of action is to fall 
somewhere, make sure that you've picked up everything in your present area 
before moving on to the next step - it'll help you cut down on the time you spend 
restarting a level over and over as you attempt to slowly locate each gem. While the 

GamePad motion feature can be annoying at 
times, it's an essential tool for finding some 

Gems. Use it in tandem with clearing to 

make sure that you've exhausted your 
options. 


SUBMITTED BY KEVIN MCKENNA 


VERY SLOWLY! FOR the first Shy Guy, wait until he faces directly away from the 
ladder, then run to the next area. For the second, get up on top of the higher 
platform and drop down after he investigates the other ladder. (You need to time 
this so you also avoid the other patrolling Shy Guy and climb up the ladder just as 
he's going into the tunnel.) From there, don't drop down until the blue Shy Guy is 
facing towards the bridge, then drop and run as quickly as you can past him. 

Walk right behind one of the patrols in the next area, and up the ladder as the 
two in the higher area are facing away from you. Gravitate towards the farthest Shy 
Guy and get behind him. As soon as he moves you need to get up the ladder or the 
other one will catch you. You're almost there! Just wait for a Shy Guy to pass you 
while you're on the ladder, and then climb up and shadow him to the star. 

If any Shy Guy so much as sees you at any point, you've got to retry the level! 


UE TO USE TO 
LLECTING? 


SUBMITTED BY JEFFREY WITTENHAGEN 


Enemies can also house Super Gems, cleverly enough. If you can stomp on some- 
thing, shine your headlamp in its face or otherwise eliminate an enemy, try to do it. 
The worst that can happen is that you'll get hit or lose a life, but it'll be even worse 
if you don't realize that a rival is the key to unlocking a particular Gem. The same 
goes for plucking up weeds - if you see one, pull it! A problem location for many is 
likely going to be the touch platforms, which can be raised and lowered. Try every 
combination and view the results, just in case. 

Another concept you can use to make sure that you grab every Gem is the 
"order" principle. Remember how I said that pretty much every level has zones? You 
can use them to divine the position of a particular Super Gem. Keep in mind that 
each gem has an "order" on the screen - it's not arbitrary. For instance, in a 
minecart stage, you may completely miss the "first" Gem, instead picking up the 
second, and then miss the third. Keep a mental note of where you found that 
second piece, because the first can be found before that part of the level, and the 
third is located after it. 

You can also maximize your Super Gem pickups by going for the hard ones first. 
A lot of the Gems aren't hidden, but are gated behind skill-based platforming 
sections. Sometimes you'll need to move perfectly within an area so you don't get 
blasted by a fireball or a Bullet Bill. If it's one of those Gems, try to get it the first 
time around, even if you have to ignore some of the other ones. Even in some of the 
more difficult portions, we all have lucky moments, and you might as well press it. 
You never know when you'll come across a Gem that will take you forever to snag 
later on. This is especially true for timed events, like when lava is rising up from 

the ground. Just go for it! 

Sometimes no matter how hard you try, a few Gems are going to elude your 
grasp. For me, this usually involves those pesky centrifuge contraptions, 
where the camera can often get in the way of your treasure hunting. 
Make a note of those particular areas and come back later. You may pick 
up some advanced strategies inherently by just continuing with the game, 
and return later on able to best those sections with ease. Captain Toad 

can be frustrating at times, but every Gem makes sense once you pick it up. 
Allin all, across all three core episodes you'll need to find 192 Super Gems, 
which seems daunting at first. But once you start employing the tricks of a profes- 
sional collector, you'll start whittling that number down considerably. 
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COMIC BREAK 


~ MORNING, SIR. 
How's DEVELOPMENT 
N. PROCEEDING ON KIRBY? 


BY MATTHEW TARANTO 
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THE RIVALRY OF 
THE REGIONS 


Though we ultimately settled on "Art & Soul" 
as the name and theme of this NF edition, the 
phrase you see above was the first one 
planned - because it seems like more and 
more, there's an increasing divide between 
what North American gamers are getting from 
the Big N versus what our friends who live in 
Europe are receiving. The "normal" size New 
Nintendo 3DS model not being sold in the 
States is a big example, since European fans 
will be buying it from their store shelves 
alongside the XL. But the advantage is 
reversed for Rainbow Curse - this game is 
launching in America on February 20, but 
Europe's release date isn't even set yet, as it's 
not planned to be available there until this 
year's third quarter at the earliest. No matter 
where you live, you win some and lose some. 
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KIRBY AND THE 
RAINBOW CURSE 


The first first-party release of the new year... for fans in 


North America. 


KIRBY HAS ALWAYS been one of 
Nintendo’s most flexible characters. 
He's always willing to try new things, 
and several of his more unique adven- 


tures have become critically acclaimed 
hits as a result. Kirby Canvas Curse 
was a huge success on Nintendo DS, 
and now Nintendo is resurrecting its 
gameplay for this Wii U follow-up. 

I previewed Rainbow Curse at E3 


last year, and found its demo entirely 
charming. Plenty of new information 
has surfaced since then, of course – 
and now we find that the title will 
feature four-player action, 28 levels in 
its story mode, unique Amiibo support 
and myriad collectibles. 

The game opens with an adorable 
claymation cutscene showing all of the 
color being stolen from Dream Land 
and sucked into a giant hole in the sky. 
An unnamed rainbow fairy who can 


transform into a paintbrush appears 
and saves Kirby and Waddle Dee from 
their sudden monochromeness, but 
she's quickly pursued by two giant 
hands with eyes. Kirby then saves the 
fairy in turn and Waddle Dee strikes 
the hands, and the trio of heroes give 
chase back through the portal. 

Everything in Kirby and the 
Rainbow Curse is made entirely out of 
clay - every character, every piece of 
the environment – and much of it 


reacts as clay would when interacted with – when 
Kirby strikes Whispy Woods, the evil tree’s face 
caves in. Kirby has several sequences where the 
fairy transforms him into a different form to help 
him through a particularly difficult part of a level. 
Kirby is shown changing into a tank, a submarine 
and a rocket. While | was able to play the tank 
iteration and had a literal blast with it, | can't wait 
to try out Kirby's other forms. 

Up to three Waddle Dees can join the fray. The 
three bandanna-adorned spear-carriers can jump 
onto the rainbows that Kirby rolls along, making it 
a completely different and more traditional plat- 
forming experience for the extra players. You'll 
have to place a lot of faith in the player holding 
the GamePad, as the ability to stop lava, hold back 
waterfalls and guide players up towers is com- 
pletely their responsibility. Nintendo has stated 
that the GamePad player will not be locked into 
staring only at the GamePad screen, and using the 
stylus while watching the TV can be mastered with 
a little practice. This should be the goal of any 
player wanting to enjoy the fabulous clay environs 
in HD. 

Kirby and his friends have plenty to collect too, 
including stars in each level that can lead to 
power-ups like the Star Dash. The total number of 
stars collected in each level goes toward which 
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medal you'll earn at its end, and treasure chests 
contain other goodies like music tracks and 
trophies. It looks like a heavy dose of nostalgia 
will also be present for longtime Kirby fans, as 
several of the audio tracks are remixed versions of 
themes from previous games. 

We've even had a sneak peek at some bosses, 
like a giant drilling squid and an armored foe that 
needs its armor knocked off before Kirby can 
cause damage. Many familiar enemies are also 
present and shown with a clay twist, as well as 
several new ones that look like they'll fit right in 
with the usual Dream Land baddies. Most levels 
appear very busy, with plenty going on to keep 
players on their feet, especially in transformation 
sequences where there are boatloads of enemy 
fodder for missiles and torpedoes. 

The visuals are the true story here, though. It 
makes you wonder just how Nintendo is pulling off 
this clay look! Did they take a page out of 
ClayFighter's playbook and digitize actual clay 
figures, or have they mastered mimicking the look 
via software? Either way they did it, they went far 
beyond making it believable and really had a lot of 
fun with the concept, just like Yoshi's Woolly World 
and its fabric-driven visuals. The amount of effort 
that has clearly been invested in setting both of 
these games apart with unique art is astonishing. 

And if you're not already sold from still shots 
or our early impressions, seek this one out - find 
an in-store demo kiosk and let yourself control it 
in action. The clay will convince you! - BRETT 


THE DS ORIGINAL 


The all-clay visual approach of Kirby and the Rainbow Curse is entirely 
new, but the gameplay fueling this new adventure has been seen once 
before — in 2005's Kirby Canvas Curse for the DS. It was one of 
Nintendo's earliest all-stylus-driven designs, and the fact that they're 
now revisiting the exact same style of line-drawing action a decade 
later should tell you how right they got the feel of it the first time. It's 
been nearly a year since we had any news about the promised 
addition of DS games to the Wii U Virtual Console lineup, but here's 
hoping it happens soon – Canvas Curse deserves a re-release. 


AMIIBO SUPPORT 


Kirby is almost certainly the most widely available Amiibo figure at 
this point – characters like Mario, Link and Pikachu seem to have been 
produced in greater numbers, but they've also sold more, leaving 
many stores overstocked with smiling pink puffballs hanging next to 
empty pegs. Well, perhaps sales for the Kirbster will ramp up now, as 
the Kirby Amiibo boasts a unique functionality when tapped on the 
GamePad during a playthrough of any stage in Kirby and the Rainbow 
Curse - he activates the ability to trigger our hero's Star Dash power 
unlimitedly. The Star Dash is a powerful, damaging technique - it lets 
Kirby propel himself forward with much more speed, range and 
impact potential than what normally happens when you just tap him 
with the stylus. You usually have to collect 100 stars in a level before 
you can trigger even a single Star Dash! So having an endless amount 
of them will be a sure game changer. Kirby's not the only character 
whose Amiibo works here, though – Meta Knight's figure will grant 
Kirby his signature mask and a faster, more piercing regular attack, 
while King Dedede's Amiibo will bestow the mighty monarch's hat to 
our hero, while also increasing his hit points from four to six. 


LE "S 


RODEA THE 
SO LDI E R Back in action! 


ON APRIL 2, Rodea the Sky Soldier will 
be released for Wii U and 3DS in Japan. 
Did that sentence cause you to break out 
in goosebumps? Don't feel ashamed if it 
didn't, though a reminder about why you 
should be excited is perhaps in order. 

Just over four years ago, Yuji Naka – 
the former head of Sega's Sonic Team - 
announced that his studio Prope was 
working on a flying action game for Wii 
and 3DS. Screens and video soon 
emerged, teasing us with what could best 
be described as a combat-focused suc- 
cessor to NIGHTS into Dreams - an aerial 
ballet peppered with confrontations 
against titanic bosses. 

Development seemed to be moving 
along swimmingly when, in Fall 2011, we 
learned that the Wii version was 
complete and the 3DS build was well 
underway. And then, silence - save for a 
compulsory reminder from publisher 
Kadokawa Games every so many months 
that the project was not cancelled. 
Without any new assets to pore over for 
years, however, would-be fans were 
ready to declare Rodea as vaporware. 

At last, the heavens parted this past 
November, when Japan's Famitsu 
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magazine revealed that Rodea would 
finally arrive in Spring 2015. But despite 
this long-awaited confirmation, there's 
still a lot we don't know. 

The game's setting is the floating con- 
tinent of Garuda, which is under siege by 
the Naga Empire. A young mechanic 
named lon discovers Rodea - a robot 
who once served as the nation's guardian 
- and repairs him so that he might 
defend the land once more. 

Rodea can tear through the air along 
straight lines or in arcs, and he can 
attack enemies by boosting into them or 
firing a gun. In the Wii original, players 
directed Rodea's movements by pointing 
at an object on-screen with the Wii 
Remote and pressing B, launching him 
toward that point. These controls have 
been altered for the current builds, 
although we don't yet know how. From 
the rapidly moving cursor present in the 
latest trailers, it's likely that the touch- 
screen will be used for targeting. All the 
effort placed into the Wii original won't 
go to waste, though, as Kadokawa will 
include it as a bonus second disc in the 
Wii U version's first print run! 

Despite all the setbacks, it looks like 
Rodea is heading toward its intended 
destination after all. Now, we just need a 
localization announcement! - TONY 


THE LEGEND OF 
ZELDA FOR Wii 


Hyrule's vastness revealed. 


WE MAY STILL be waiting for Nintendo to fully pull back the 
curtain on Link's next adventure, but the company gave fans 
another tantalizing glimpse at the title this past December, when 
it unveiled the first in-game footage of The Legend of Zelda for Wii 
U during the broadcast of The Game Awards 2014. 

The most striking thing about the footage was not how far 
along the game seems to be or even its beautiful visual style, but 
the sheer scale of Hyrule. Even from this brief look at the game – 
which showcased a mere fragment of the world map - it's clear 
that this incarnation of Hyrule will be immense, dwarfing Twilight 
Princess' vast overworld. Even more impressive is how varied the 
landscape seems to be; during the footage, we witnessed Link 
traveling across verdant plains to deep valleys and dense forests, 
all without any noticeable screen transitions. 

To aid in navigating this much larger world, you'll be able to 
highlight points of interest on the map with beacons of light, pre- 
venting you from ever losing sight of your destination. Link was 
also revealed to be equipped once more with the Sailcloth from 
Skyward Sword, allowing him to leap from one of many vistas 
jutting out over the landscape and soar through the air. The 
GamePad, too, will be invaluable to exploration, displaying a map 
of the world on its touchscreen. 

Link's faithful steed Epona will also be making a return in this 
next Zelda title, and she'll serve a more vital role than ever 
before. Just as in Twilight Princess, you'll be able to swing your 
sword and launch arrows on horseback - but this time, Link can 
even leap from Epona and shoot foes while in mid-air. Epona 
herself has also gained an extra degree of intelligence in the 
move to Wii U. You'll no longer need to move the control stick to 
guide her all the time; now she'll avoid trees and other obstacles 
on her own, freeing Link to focus on his surroundings. 

While there are still many questions lingering around the next 
Legend of zelda title for Wii U, the footage that we've seen of it 
thus far makes it one of our most anticipated games of the year. 
Between its vast, seamless overworld and new gameplay touches, 
it's shaping up to be a natural evolution of the series, one that we 
can't wait to try for ourselves. - KEVIN K. 


NINTENDO 
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THE LEGEND OF ZELDA: 
MAJORA'S MASK 3D 


DESPITE THE ACCLAIM it enjoys 
now, The Legend of Zelda: Majora's 
Mask was one of the most divisive 
installments in the Zelda series when 
it first debuted for the Nintendo 64. As 
a direct follow-up to Ocarina of Time – 
which had redefined the franchise and 
become an instant classic - the game 
faced insurmountable expectations 
from fans. What they ultimately got, 
however, was much different in tone 
and structure than Link's first N64 
adventure, and the game's somber 
atmosphere, coupled with its infamous 
three-day time limit, proved to be too 
alienating for some. 

Fortunately, Nintendo and Grezzo 
have addressed many of the com- 
plaints leveled at the original with 
Majora's Mask 3D for the 3DS. Like 
Ocarina of Time before it, the game 
has received a visual overhaul in its 
move to the handheld, and the tweaks 
and refinements brought to this 3DS 
remastering should make the experi- 
ence more palatable to newcomers 
and those who were turned off by the 
adventure the first time around. 

The game begins several months 
after the events of Ocarina of Time. 
Having sealed Ganondorf away in the 
Sacred Realm and saved the kingdom 
of Hyrule from destruction, Link sets 
off on a journey in search of 
his fairy companion, Navi. 
While wandering through 
the Lost Woods, he en- 
counters the mischievous 
Skull Kid, who has come 
into possession of a sinister 
mask. Skull Kid steals 
Link's ocarina and rides 
off on Epona, leading 
our hero into the 
strange world of 
Termina, where a 
terrifying moon is 
inching toward the earth. 


Once more, Link finds himself 
entwined with the fate of a land, but 
his quest to halt the moon is only one 
of the game's many narrative threads. 
While Link may be thrust into the role 
of the hero, Majora's Mask is really the 
story of the denizens of Termina. 
Faced with the impending destruction 
of their world, the townspeople each 
come to grips with their fate in their 
own way, and the entire game is struc- 
tured around aiding them in their final 
moments of life. In addition to battling 
enemies and solving dungeons, Link 
will have to help the citizens of 
Termina cope with their personal 
dilemmas, which adds an appreciable 
layer of depth to the storytelling. 

All of this is made possible by the 
game's three-day system. Time is an 
omnipresent foe in Majora's Mask. 
Each minute of real-time play equates 
to roughly 60 within the game, giving 
players little over an hour to stop the 
moon's descent. Thanks to the Ocarina 
of Time, however, Link can manipulate 
time to extend the adventure - at any 
moment, Link can play the Song 
of Time to rewind the clock 
back to the dawn of the 


first day. a 


Link can also slow down or jump 
ahead in time by playing variants of 
the Song of Time. (And in this remake, 
you can now leap forward to a specific 
hour, as opposed to being restricted to 
the original's half-day increments.) 

Other changes have been made as 
well, namely to the saving system. In 
the original game, you could either 
save by playing the Song of Time and 
beginning the three-day cycle anew or 
suspend your progress by saving at 
one of the Owl Statues scattered 
around Termina. But this system had 
some inherent limitations — if you 
restarted without playing the Song of 
Time or saving at an Owl Statue, the 
game would revert to the last time 
you'd played the song. This made 
saving much more cumbersome than 
in previous Zeldas, where it could be 
done simply from the menu. 

Fortunately, Grezzo has simplified 
the process with this remake. Now, 
you can only save your progress at 

Owl Statues, which 
have been placed 
more generously. 


Grezzo has introduced numerous 
other tweaks to Majora's Mask 3D. In 
addition to retouched visuals, the 
game retains the gyroscopic controls 
from Ocarina of Time 3D, allowing you 
to move your 3DS system to look 
around in first-person. Likewise, the 
touchscreen inventory from OOT 3D 
has been carried over as well, stream- 
lining item management. 

The developers have also added 
two entirely new fishing holes to 
Termina. Series producer Eiji Aonuma 
has hinted that something monstrous 
may be lurking in the waters at these 
spots, giving even veteran players 
something new to discover in this 
remake. 

But perhaps the most notable 
improvement in Majora's Mask 3D is 
the new Bomber's Notebook. In the 
original, the notebook served as a way 
to track the townspeople's varying 
schedules, but its uses were fairly 
limited. Now, it functions more like a 
planner, allowing you to set reminders 
and easily view which problems still 
need to be solved. Given how promi- 
nent sidequests are in the game, the 
revamped Bomber's Notebook should 
make aiding the residents of Termina 
much more manageable. 

With these improvements, Majora's 
Mask 3D is shaping up to be the 

definitive version of the N64's 

most divisive classic. You 


can return to Termina 
on February 13! 
- KEVIN K. 
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adventure mode. 


AS EACH DAY passes, the world of 
Splatoon, Nintendo's next big Wii U 
game, is getting bigger and bigger. 
Back at E3 2014, all we saw was its 
incredibly fun and kinetic four-vs.-four 
multiplayer. Over the past few months, 
we've seen more and more of the 
game coming from young minds at 
Nintendo's internal development 
group under the supervision of Hisashi 
Nogami, best known for his work on 
the Animal Crossing series and Wii U's 
WaraWara Plaza. 

The most interesting aspect 
revealed about Splatoon is its hub 
world, which seems to function in a 
similar way as Nintendo Land's plaza, 
as the world fills up with Inklings from 
Miiverse. The Nintendo Land connec- 
tion rings true because Tsubasa 
Sakaguchi, one of Splatoon's directors, 
actually previously worked as the art 
director of Nintendo's Wii U launch 
game. The hub world is also heavily 
inspired by the Japanese cultural 
mecca of Shibuya, with a bright, 
vibrant color palette. It's the place you 
start off in when you boot up the 
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game, letting your avatar roam 
around, exploring every nook and 
cranny of the dynamic world. 

The focus of this world is a large 
tower that is the place to go for online 
multiplayer. Outside of that, the main 
area also holds multiple shops. The 
weapon shop is run by an adorable 
military-minded crab, complete with a 
shell as a helmet. This crustacean 
arms dealer sells you weapons that 
come in sets of three. 

There's the main weapon, which 
includes the Ink Gun, Ink Rifle (sniper 
rifle), Ink Roller (a literal paint roller) 
and more. Then there are the sub 
weapons, which include multiple types 
of grenades, like the self-explanatory 
Ink Bomb and Sprinkler. Finally, there 
are the special weapons. These have 
to charge up during gameplay before 
they can be fired – examples include a 
bazooka called the Ink Launcher and a 
gun aptly named the Ink Tornado that 
fires off whirlwinds of splashing color. 
Some of the other novel weapons 
include a sub weapon that rains down 
ink in a concentrated area and a 
special weapon that gives your Inkling 
a shield. 


SPLATOON 


It’s squids vs. octopi in this inky shooter's single-player 


In addition to the weapon shop, the 
hub world also holds three more char- 
acter customization stores, including a 
hat shop run by a sea anemone, a 
clothing boutqiue operated by a jelly- 
fish and a shoe shop run by a shrimp 
wearing a dope tempura coat. Each 
item of clothing has a different bonus 
that adjusts stats such as strength and 
speed. These items give unique 
bonuses to the many different charac- 
ters, so you have the flexibility to 
design character's outfits however you 
like. 

You can take all of those items into 
a variety of different modes, including 
a previously unknown one-on-one duel 
mode and the aforementioned four- 
against-four multiplayer. 

Where solo players will likely spend 
the most of their time, though, is the 
newly confirmed single-player 
campaign that pits our heroic squids 
against some villainous octopi. While 
most of the octopi shown off have 
been in their fishy form, the female 
octopi have been shown to inhabit 
humanoid bodies. The goal of this 
adventure is save electric catfish from 
octopus mistreatment. Saving each 


catfish gives the squids a little bit 
more power and weakens the octopus 
stronghold. When you save the catfish, 
you can eventually attack the octopus 
HQ, and who knows what kind of 
cephalopod monstrosities will await 
you there! 

There have also been teases that 
there might be more to all of this than 
it seems. The single-player entrance 
on the hub world has some tie to the 
ruins of a once-great civilization. This 
may or may not involve the old squid 
that helps introduce the single-player 
mode to players. 

While the gameplay footage from 
the single-player mode has been 
fleeting, it looks like it'll be a cross 
between the gunplay of the multi- 
player with some 3D platforming 
mechanics. You'll be able to scale 
environments by riding rails in squid 
form and enlarging and shrinking 
sponge blocks by inkblasting them. 

Splatoon looks like a Nickelodeon 
cartoon in the best way possible, and 
Nintendo seems pretty adamant that 
this Wii U game is hitting in May. We 
don't have an exact date yet, but as 
long as everything keeps progressing 
according to plan, this promising 
online multiplayer shooter from 
Nintendo should be splattering all 
over our Wii Us in just a few more 
months. - NEAL 
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MARIO MAKER 


Pure chaos in the Mushroom Kingdom! 


A LOT OF people feel that Nintendo 
doesn't really stay in step with the times. 
They think Nintendo is always off in their 
own corner, just doing whatever they 
please. And while this is certainly true in 
some regards, it's also not a completely 
fair assessment. Nintendo does keep 
watch on what gamers in general are 
interested in, as well as their hardcore 
fans. There's no more proof of that than 
the existence of Mario Maker. This is a 
title squarely aimed at the way gamers 
play today and the projects that 
Nintendo fans have been putting 
together in their spare time for years 
now. 

We've all dreamed of making our own 
Mario Bros. levels. Some have taken the 
next step, though, and turned those 
dreams into reality by creating fan-made 
games. These projects have gotten quite 
huge in popularity in recent years, 
thanks to a large group of fans who have 
made a homebrew platform for custom 
New Super Mario Bros. levels. You can 
bet Nintendo has been watching this 
activity closely, which led them to 
creating something similar for their 
entire fanbase. What better way is there 
to create Mario Bros. levels than by using 
an official toolset created by the Big N 
itself? 

Of course, Nintendo isn't going to stop 
by offering just a New Super Mario Bros. 
skin to would-be creators. This project 
has since revealed graphical stylings 
from Super Mario Bros., Super Mario 
Bros. 3 and Super Mario World as well! 
These four different visual styles should 
help bridge the gap between longtime 
fans and newer Mario supporters who've 
just joined the Mushroom Kingdom fun 
with more modern Nintendo hardware. 


These themes even come equipped with 
the signature game mechanics that were 
introduced in each of them - for 
example, you'll be able to ground-pound 
when playing in New Super Mario mode. 

Fans are sure to set out to create 
some of the most fiendish and challeng- 
ing levels that the Mario universe has 
ever seen. There's more to it than just 
creating tough levels, though - if you 
really want to see if you're up to snuff 
with your creations, you can take your 
newly designed levels and send them out 
into the online world for validation. 
Mario Maker lets you share levels online 
with what will likely be millions of other 
Mario Maker owners out there, all of 
whom can then download your creation 
and take it for a spin. Further still, other 
players will be able to rate your content 
with a scoring system, letting other 
online-goers know if your creations are 
quality stuff or just a nightmare to be 
suffered through. 

We're sure Mario Maker is hiding 
some other secrets inside its creation 
tools, but we'll have to wait a bit longer 
to see what they are. Curiously, despite 
past assurances that this would be an 
"Early 2015" release, no mention was 
made of it in the January Direct. 

So for now, it might be best to bide 
your time by boning up on your classic 
2D sidescrolling Mario adventures. If you 
want to make the best Mario creations 
you can, you'll need to see why Mario has 
remained so successful for so many 
years! Then you'll get to give your cre- 
ativity a chance to shine, hopefully still 
sometime in "Early 2015." – KEVIN C. 
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Welcome to the Red Lion Shoppe! 


ETRIAN MYSTERY 
DUNGEON... Odysseys 


cross over with Chunsoft's famous dungeons. 


ATLUS IS NO no stranger to merging popular franchises. Just 
recently, the company released Persona Q, a neat fusion of the 
Etrian Odyssey and Persona franchises (you can read our review 
on Page 75). Now, on April 7, they're bringing another new cross- 
over concoction to 3DS with Etrian Mystery Dungeon. 

Bringing together the design of the Etrian Odyssey and Mystery 
Dungeon franchises, this new game takes the character classes 
and skill trees from the excellent former and mixes them with the 
roguelike design and exploration of the latter. Instead of going 
through pre-determined dungeons and uncovering a map that is 
always the same, each dungeon is different and unique, giving 
players a near-infinite amount of adventures to complete. 
However, since this is a roguelike, one misstep means your adven- 
ture will end abruptly. When you die, you're forced to start over. 

Instead of the first-person perspective of the Etrian Odyssey 
games (which has already appeared three times on the 3DS so 
far), Etrian Mystery Dungeon will feature a fixed perspective that 
is more reminiscent of past Mystery Dungeon games. While the 
Etrian series has always had some things in common with the 
roguelike genre, this new game will essentially be a roguelike with 
an Etrian overlay. Familiar classes from Etrian Odyssey IV and 
Etrian Odyssey Untold will return, as will the branching skill trees 
that allow you to customize each character to your liking. At the 
start, you will control a Landsknecht, but after completing that 
first section you'll choose your own unique party of four from 10 
different classes. 

If you're intrigued, consider pre-ordering - first-run copies will 
include a CD with a sampling of the game's soundtrack, once 
again featuring legendary game musician Yuzo Koshiro! - NEAL 
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TIPPING STARS 


Nintendo steps into cross-buy! 


MOST OF WHAT was discussed during January's Nintendo Direct 
regarding Mario vs. Donkey Kong: Tipping Stars was previously 
shared during the game's unveiling at E3 2014. This Wii U chapter 
— the series' debut on home consoles, by the way - once again 
involves directing a parade of Mini-Mario wind-up toys through 
puzzling levels, with the option to share custom levels over 
Miiverse. 

The big hook this time is the titular "tipping stars" feature, 
which should result in a greater focus on community interaction 
than we've seen in any of the game's predecessors. As in the NES 
Remix games, you're awarded between one and three stars upon 
successful completion of a level; these stars are then used to 
purchase building materials in the level editor. Also, after playing 
other users’ levels, you can choose to donate – or "tip" – stars to 
them as a way of complimenting their fine craftsmanship. This in 
turn allows them to conceive even greater creations with the 
additional materials they'll then be able to afford. 

While that all sounds great, the true bombshell relates to the 
newly announced 3DS version, which shares the user-generated 
level library with its big brother. You see, Tipping Stars will be the 
first Nintendo-published digital game to be eligible for cross-buy. 
In other words, by buying either a Wii U or 3DS copy, you'll be able 
to download the other at no addition cost! 

Since the Wii U launch in 2012, fans have complained about 
having to pay twice for software that exists on both home console 
and handheld eShops, citing Sony's PlayStation Network and how 
a single purchase there grants users access to content across 
PlayStation 4, PlayStation 3 and PlayStation Vita. Nintendo seems 
to be using Tipping Stars as a testing ground, one that could 
result in a wider range of cross-buy titles in the future! - TONY 
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RIO PARTY 10 


You're invited to attend an Amiibo Party! 


IN THE FIRST Nintendo Direct of 2015, 
Nintendo of America's Director of 
Product Marketing, Bill Trinen, 
announced that in addition to the Amiibo 
figures based on characters from the 
recently released new Super Smash Bros. 
games, there would be a new line of 
Super Mario Amiibo arriving at retail 
alongside Mario Party 10 on March 20. 

The new Mario, Luigi, Peach, Bowser 
and Yoshi figures work just as their Super 
Smash Bros. counterparts do in all of the 
same games they're compatible with. But 
alongside the new Toad Amiibo (which 
unlocks a special Pixel Toad-hunting 
feature in Captain Toad: Treasure 
Tracker), these five and the Super Smash 
Bros. figures of Rosalina & Luma, Wario 
and Donkey Kong will work in a new 
mode in Mario Party 10: Amiibo Party! 
(Which requires at least one compatible 
Amiibo to access). 

By touching one of these Amiibo 
figures to the Wii U GamePad, you can 
use it as your board game piece in this 
mode. What's more, using it will also 
allow you to play on a special game 
board themed to that character. 
Examples given include a Mario Board 
which features mushrooms that cause 
your character to grow in size and gain 
more coins, and a Luigi Board that will 
have you sucking up stars and coins with 
an enormous Poltergust. 
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You can also assign a token to a 
selected Amiibo for use during play, 
possibly allowing you to gain an added 
edge when you play with your friends. 

The downside to this, however, is that 
each Amiibo can only store one game's 
data at a time. While you can use them to 
unlock features in as many games as 
they're compatible with, instances such 
as Super Smash Bros. for Wii U/Nintendo 
3DS and Mario Party 10 will force you to 
choose - so if you've already got a cus- 
tomized Super Smash Bros. Figure Player 
saved to your Smash-series Mario 
Amiibo, for example, you'd have to delete 
it to be able to use that same figure for 
everything in the new Party. 

As the Amiibo Party mode requires at 
least one compatible Amiibo to access, 
Nintendo's announced that they'll be 
offering a special Mario Party 10 bundle 
with the new Mario Amiibo from the new 
Super Mario series at selected retailers 
when the game launches. - DAVID 


PUZZLE & DRAGONS 


Japan's mega-popular match-three puzzler heads West 


... With two different versions combined into one game. 


*YOU GOT YOUR dragons in my puzzles!" 
"You got your puzzles in my dragons!" "It's-a 
me, Mario!" 

Wait, what? 

During the January Nintendo Direct, Global 
President Satoru Iwata announced that a new 
version of Japan's most wildly popular mobile 
puzzler, Puzzle & Dragons, would be coming to 
North America as Puzzle & Dragons Z. This 
game combines match-three puzzling with 
role-playing and strategy game elements, as 
you roam the land of Dracomacia and engage 
enemies. Foes are dealt with by matching 
three of the same type of orb - representing 
elements like fire and ice — in a row to attack, 
ideally setting off chain reactions to score 
combos and deal more damage in the process. 

This alone might be enough for a stand- 
alone release (and in Japan, it was), but that's 
not all. A popular, peppy plumbing protagonist 
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is also leaping into action in a second game, 
Puzzle & Dragons: Super Mario Bros. Edition. 
The all-too-often reoccurring theme of 
Princess Peach being kidnapped by Bowser is 
trotted out once again, and Mario must set out 
to rescue her. This time, however, he’s doing it 
the Puzzle & Dragons way, progressing along 
familiar-looking maps and encountering just- 
as-familiar foes. 

Rather than the elemental jewels seen in 
the standard P&D titles, Mario matches Fire 
Flowers, Penguin Suits, Super Stars and 
Poison Mushrooms in sets of three to conquer 
the Koopa Troop. Better still, Luigi, Yoshi, Toad 
and Tamadra from Puzzle & Dragons are along 
for the ride to form a fighting party, and you 
can recruit Goombas, Troopas and the like to 
also come to your side and unleash even more 
power. 

Both Puzzle & Dragons Z and Puzzle & 
Dragons: Super Mario Bros. Edition will be 
sold together in a two-pack, and it will arrive 
on store shelves in May. - DAVID 
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ACE COMBAT 


ASSAULT HORIZON LEGACY+ 
Nintendo's stars take to the sky. 


THE NAME’S A mouthful, but as a minor upgrade to 
20115 Ace Combat: Assault Horizon Legacy (itself a 
remake of the first PlayStation’s Ace Combat 2), this 
game has a long history. The aerial combat title 
features a variety of missions, including dogfights and 
bombing runs. Legacy+ takes place three years after 
the Belkan War, as you fight in the Usean allied forces 
to counter a continent-wide coup d’etat. 

Legacy+ includes a variety of control schemes 
ranging from the quasi-realistic - where pitch, roll and 
yaw are of concern - to a directional arcade style that 
should feel more natural to players of games like Star 
Fox. But for those who want to master the expert 
controls, the ZL and ZR shoulder buttons can be used in 
lieu of the D-Pad to control yaw, aiding in close- 
quarters targeting. In addition, players can precisely 
control the camera using the New 3DS' C-Stick. 

A fleet of flashy Nintendo character-adorned aircraft 
is the big new, if slightly incongruent, addition to 
Legacy». These planes sport Nintendo-themed paint 
jobs and can be unlocked by finding and destroying 
Mario-style question blocks place in various levels. 
Alternatively, many of the colorful aircraft – such as the 
red and blue Mario F-22 and the Samus-emblazoned 
YF-23 - can be unlocked using Amiibos. The game is 
compatible with a large number of Amiibo figures. 

Outside of the improved controls and Nintendo 
skins, the game is essentially unchanged from its 
earlier incarnation. That means a relatively short 
campaign mode, though there are plenty of unlockable 
fighter jets to collect, including both real-life and fic- 
tional craft. And while its graphics look a bit dated, its 
evocative soundtrack still stands out. - AARON 
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RHYTHM HEAVEN 3DS 


The beat goes on! 


LET’S NOT MINCE words here: The 
best new series that Nintendo's launched 
in the past decade is Rhythm Heaven. Its 
combination of WarioWare-style 
minigames and music theory is a delec- 
table concoction that teaches players to 
find the rhythm in literally everything, 
from a robot assembly factory to a 
midair badminton match. 

The Japanese edition of January's 
Nintendo Direct announced a new, 
untitled entry for 3DS. It's not merely a 
sequel, however - in addition to 30 fresh 
minigames, it will also feature an 
exhaustive collection of at least 70 older 
ones culled from the entire franchise. 
That's over 100 games, more than has 
ever been featured in any single prior 
installment by a country mile! 

Returning events include "Rhythm 
Datsumo" (Rhythm Hair Removal), "Pachi 
Pachi Sanninshu" (The Clapping Trio) and 
"Air Batter" from the Japan-only Rhythm 
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Tengoku for Game Boy Advance; "Glee 
Club" and "Lockstep" from Rhythm 
Heaven for DS; "Ringside" from Rhythm 
Heaven Fever for Wii; and of course the 
series staple, "Karate Man." All-new 
events, meanwhile, involve a couple’s 
tango performance and an astronaut's 
first contact with an alien life form. 

Rhythm Heaven for 3DS is scheduled 
to launch in Japan this Summer. 
Obviously, as no mention of the game 
was made in either the North American 
or European Directs, localization is not 
on the menu just yet. Once it is - and 
why wouldn't it be? - perhaps Nintendo 
could offer fans a quick refresher by 
making Rhythm Heaven Fever part of the 
new "Wii games on eShop" initiative! And 
while we're on the subject, think we can 
get the GBA original as a Virtual Console 
import as well? - TONY 
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THEATRHYTHM DRAGON QUEST 


It seems that Final Fantasy's encore wasn't quite a Curtain Call after all. 


STYLE SAVVY 3 


Now you're playing dress-up with power! 


ANNOUNCED ONLY DURING Japan's version of the January 
Nintendo Direct, Style Savvy 3 will be strutting down the catwalk 
just in time for Spring in the company's home country. 

The Style Savvy series (or Girls Mode, as it's known in Japan) 
puts you in charge of a fashion boutique where you'll answer cus- 
tomers' requests for different outfits based on their personal 
style. You can also participate in fashion contests to win prize 
money, rare items and prestige. There are also a lot of fun diver- 
sions when management gets too hectic, such as getting a new 
hairstyle, redecorating your living space and having cake with a 
friend at the café. 

Style Savvy 3 adds a hair salon and makeup studio to the port- 
folio of businesses you'll be in charge of, so you'll be able to give 
your customers the perfect look and perfect 'do to go with the 
lovely new outfits they've purchased. From the information shown 
in the brief trailer, you'll be the model for your own fashion 
contest entries as well, and be able to collect a portfolio of snap- 
shots with different borders and decorations. You'll also get the 
chance to design your own fashions – a step up from the collab- 
orative fashion designs you could make in the original Style Savvy. 

Speaking of clothing, Style Savvy 3 promises a whopping 
19,000 items to collect — from shirts to shoes to bags and every- 
thing in between - along with a few new options such as earrings. 
A few brands from 2009's Style Savvy and 2012's Style Savvy: 
Trendsetters are returning, such as the gothic Raven Candle, 
mature Cantata Modo and urban chic AZ-USA, along with new- 
comers such as the colorful and cheerful Cherry Berry. 

It's not yet known if there will be enhanced options for New 
3DS users or if the game will see a Western release, but judging 
from the popularity of Style Savvy: Trendsetters on Miiverse and 
elsewhere, Nintendo will likely add it to their Fall or Winter lineup 
in North America and Europe. Now if we could only accessorize 
our New 3DS systems in the States too... - REBECCA 
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WHILE THE THEATRHYTHM brand has so far only been associated with Square Enix's Final Fantasy 
series, it's about to move over to another fabled RPG franchise: Dragon Quest. This March 26, 
Theatrhythm Dragon Quest is coming to 3DS in Japan. This new take on the game features the same 
addictive rhythm gameplay from the first two, but changes it up for the world of Dragon Quest. The 
battle sequences are now seen from a first-person perspective, much like the turn-based battles in 
classic Dragon Quest games. As of now, there's no word on whether or not Theatrhythm Dragon Quest 
will come over to North America. While the things some of the staff here at Nintendo Force would do 
for this game to come West might be illegal, given the recent track record for Dragon Quest games not 
coming to America, it may not be a certainty that this musical celebration of the historic RPG series will 
come over. Of course, we certainly hope we're wrong. - NEAL 


FIRE EMBLEM IF 


The follow-up to Awakening has been revealed. 


NINTENDO'S JANUARY DIRECT 
kicked things off with a bang by treating 
players to the unveiling of a brand-new 
Fire Emblem title for 3DS. While it cur- 
rently doesn't have an official name for 
the West, it does carry the cryptic title of 
"Fire Emblem if" in Japan. 

The stylized cutscenes, grid-based 
maps and detailed, lively character 
design (by the previous game's artist, 
Yusuke Kozaki) will all feel familiar to 
Fire Emblem: Awakening fans, as much 
of the core team at Intelligent Systems is 
he same for this one. This is certainly 
good news for 3DS owners, as Awakening 
was one of the most beloved releases of 
2013 (and on a more personal note, NF's 
irst cover game to boot)! However, the 
story and characters of this upcoming 
Fire Emblem are all brand-new, as this 
game has no direct ties to the rest of the 
series. 

Those aren't the only additions, of 
course - according to Mr. Iwata, we'll 
also be seeing a larger emphasis on 
player choices that affect the plot, 
implying an even more varied experience 
than before. And that story should shape 
up to be an exciting one, with manga 
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writer Shin Kibayashi being notably 
advertised as an addition to the team 
this time around. 

The presentation has gotten a bigger 
boost than before, too. Instead of fading 
in and out between battle scenes, the 
combat now seamlessly connects to the 
battle map thanks to a dynamic, zooming 
camera. It's a great effect that should 
make dramatic skirmishes even more 
immersive. Perhaps due to this refine- 
ment, the maps also seem to have more 
polish. A bridge battle highlighted during 
the first trailer features a nicely varied 
and organic-looking landscape, a good 
change from the somewhat mechanical- 
feeling maps of Fire Emblems past. 

Outside of that, though, there isn't a 
great deal to go on just yet. Even so, the 
brief trailer and a few comments from 
Mr. Iwata were enough to get Fire 
Emblem fans excited once again. On its 
own, Awakening was packed with dozens 
(if not hundreds) of hours of content, so 
it's almost overwhelming to be on the 
cusp of a follow-up. You won't hear me 
complaining, though! (Except perhaps 
about the lack of Advance Wars - where's 
that sequel, guys?) - MATTHEW 
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* Light Heal Restores HP to one party member, 


XENOBLADE 
CHRONICLES 3D 


Old Nintendo 3DS need not apply. 


WE WON'T HAVE to petition this time — Xenoblade Chronicles 
3D is headed to the West. It's the first game to require the extra 
processing power provided by the New Nintendo 3DS - it won't 
work at all on older systems. Since Monolith Soft is hard at work 
on the series' next game, Xenoblade Chronicles X, Monster Games 
has taken up porting reins for the acclaimed RPG, as they did with 
Donkey Kong Country Returns 3D. 

Everything has been ported from the expansive Wii version, 
including the sprawling fields, variety of quests and open-world 
gameplay. However, the original used fairly fine polygons, not 
originally designed with the low resolution of the 3DS in mind, 
and as a result, the game ends up showing an increased level of 
aliasing. This is not a fully blown remake like Majora's Mask 3D, as 
texturing and animation have not been improved - however, 
moving much of the HUD to the second screen helps with visibility 
on the system's limited screen real estate. 

Xenoblade Chronicles 3D supports the enhanced control 
scheme of the New Nintendo 3DS, including a natural use of the 
C-Stick for camera adjustment, which is helpful in exploration and 
the game's action-oriented battles. A bonus mode has also been 
added, where various models from the game can be viewed in ste- 
reoscopic 3D. The game's orchestral soundtrack also makes the 
transition, and fans of the original NOE localization will be happy 
to know that the voice acting is completely intact, so you can 
experience "Reyn Time" on the go. 

For those who missed out on this Wii gem but were wondering 
who the shirtless guy in Smash Bros. is, this New 3DS version will 
provide a complete and portable epic. - AARON 


NINTENDO MONOLITH SOFT 
APRIL 2015 (NORTH AMERICA & EUROPE) 
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CODE NAME: S.T.E.A.M. 


Eliminate the alien menace — or your friends. 


NINTENDO'S PUSHING THIS one hard. 
First, it got its own special press briefing at E3 
last year. Then it got featured air time during 
The Game Awards 2014, when the company 
could have picked any of its other upcoming 
games to highlight in front of that vast 
audience. Finally, preorder bonuses like a free 
poster of the cast, demo codes and even a 
Majora's Mask pin (to draw in the Zelda fans) 
are further incentivizing fans to purchase. 

Yes, Code Name: S.T.E.A.M. is getting the 
full might of Nintendo's marketing muscle put 
behind its launch - and I couldn't be happier. 

Everything about this game looks incred- 
ible to me – from its connections to Silver Age 
comic books to the core ideas fueling its stra- 
tegic gameplay. If you read my preview in our 
last issue, though, you'll know that the fact 
that the game's cast of playable characters is 
pulled from the pages of classic literature is 
what I'm loving the most. And now, we've got 
three more literary figures confirmed! 

First up is Randolph Carter. Many fans have 


PUBLISHER: NINTENDO 

DEVELOPER: INTELLIGENT SYSTEMS 
RELEASE: MARCH 13, 2015 (NORTH AMERICA); 
MAY 15, 2015 (EUROPE) 
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noticed that the game's alien designs seem to 
be inspired by the work of H.P. Lovecraft, so 
it's only appropriate that Carter — a recurring 
character in Lovecraft's stories - would be a 
part of the 5.Т.Е.А.М. team here. 

Then there's Queequeg, the musclebound 
harpooner who sailed with Captain Ahab on 
his hunt for the white whale, Moby Dick. 
Perhaps we'll be getting a few missions that 
take place on the sea? 

Finally, the Lion from The Wizard of Oz is 
being joined by one of his Yellow Brick Road 
traveling companions, the Scarecrow. (Though 
in this steampunk setting, wouldn't the Tin 
Man make more sense?) 

Each of the three new heroes will bring dif- 
ferent abilities to battle in the single-player 
campaign... or the newly-confirmed multi- 
player mode! You'll be able to select a squad 
of your four favorite characters, then go head- 
to-head against human opponents both locally 
and online. The way the game handles taking 
turns, scouting for hidden enemies and 
keeping your steam properly rationed should 
translate into an incredibly unique new way to 
challenge your friends for the bragging rights 
of video game dominance! - LUCAS 
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CALLING IN THE 
REINFORCEMENTS 


If you're still not sold on Code Name: S.T.E.A.M. after every- 
thing else that’s been announced about it, Nintendo’s got one 
last card to play to try to draw you in: playable Fire Emblem 
characters! Code Name: S.T.E.A.M. will be the first 3DS game 
released in the wake of the launch of the New Nintendo 3DS 
systems to be compatible with Amiibo figures, and if you tap 
one of the Smash Bros. series' Fire Emblem character figures 
on the New 3DS' Amiibo-scanner-equipped touchscreen, that 
hero will leap into action as an instant new recruit for 
Abraham Lincoln's alien-attacking fighting force. 


First up is Marth, the most infamous Amiibo figure thus far 
thanks to his incredibly low production run. Nintendo's 
promised that more Marths will be manufactured and sent 
out to market later this year, and if you snag one (or if you're 
one of the lucky few who've managed to track him down 
already), then you'll get to summon the swordsman into this 
steampunk world. Marth appears to be a close-quarters 
fighter in his S.T.E.A.M. incarnation, as he rushes foes while 
wielding either his Falchion or his Rapier. Though the low-tech 
nature of his weapons poses the question: Will Marth be 
restricted to the same strict steam management as other 
heroes? His swords shouldn't need steam to slice and dice. 


That same question could be posed on Ike's behalf, as he 
crashes into the battlefield with his golden blade Ragnell at 
the ready. As the largest and toughest of the Fire Emblem 
foursome, Ike is likely to bring more pain than the rest – and 
he can swap out his sword for his battleaxe, Urvan. 


Lucina and Robin round out the crew, but their Amiibo figures 
won't be on sale before Code Name: S.T.E.A.M. is itself – so 
we'll have to wait to see how they handle a little later. Lucina 
looks like she's bringing some archery skill to the party, 
though, while Robin will no doubt wield magic spells. They'll 
be the distance attackers of this group. 


There's one final gameplay difference between these heroes 
and the rest of the playable S.T.E.A.M. team characters: a 
harsher death penalty. Normally, 5.Т.Е.А.М. heroes who fall in 
battle can be revived and continue fighting. But if a Fire 
Emblem hero runs out of HP, they're gone for good - they 
won't be able to be brought back in the current battle, and 
you'll have to tap their Amiibo again later to re-summon 
them. Yowch! Better keep these guys protected! 


COMIC BREAK === 


When we lost Sow our hero, he was 
preparing to pitch his game idea 


And now boys and girls, 
to Takashi Tezuka of Nintendo! 


it's time once again for.. 


Wii-a-U have Mario. |+ have | Our focus groups conclusively 
Luigi, it have-a Wario. But | show that nobody likes you. 
why not Waluiai?! 


Waluigi and Red Waluigi are-a made of 
yarn. Waluigi eat people. Make-a yarn 
baby. Is weapon now, see? 


EN 
Umm.. Waluigi 
have idea for 
new gawe. 
|+'<-а called 
/ 
| . Woolly World. 


2 


Several mouths 
later.. 


impressed 
Ме. loi. 
Allow we 4o 
make your 
game! 


Wha?! ... 


Okie dokie. Dow'+ worry Waluigi. 


Maybe you'll get an 
Auiibo Someday! 


KICKSTARTER PLEDGE COMIC BY TD MCEACHERN - TO SEE MORE, VISIT ROGANDDOM.COM 
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G'day mate, what are 
you playing? 


Rune Factory 4, 
Some new game on 
the eShop. 


Hours later... 


JUST SHIPPED 
100 YAMS, OH 


YEAH! 
WHO WILL I 


MARRY?! 
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Is it any good? I just picked up 
my New 3DS and I got nothing 
to play on it! 


Yes! It feels like 
a full retail game! 
I couldn't find it 
in stores though. 


Meanwhile, in the USA 


KICKSTARTER PLEDGE COMIC BY BRANCHY - TO SEE MORE, VISIT TWIGGYTOONS.COM 


My lady Zelda, What is 
| have some news the matter, 
for you that may 
be of some 
importance... 


Sahasrahla went to 
confirm these reports, 
and found them 

to be true. 


love of Nayru. 
D 


The treasures 
prepared for the 
hero, should we 

need him, have 
been plundered. 


COMIC BREAK =>: 


We believe this to 
be the work of a 
stranger who passed 
through Kakariko 
recently. 


Impa? We can replace 
all of those things, but 
the heart pieces... 


Erm...that brings me to another of 7 He plunders the ` 
Sahasrahla's findings. Although every Hero's treasures, but 
treasure chest was broken into, the ones | leaves the most valuable 

with heart pieces and containers were items behind? ^ 


А 


oS ..for some reason. 
@, 


" 
| 


KICKSTARTER PLEDGE COMIC BY JOHN DUFFY – ТО SEE MORE, VISIT HALFTONECOMICS.COM 
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...Are irrepla 
What kind of 
stranger is 


They stuff 
people's hearts 
inside treasure 

chests. 
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Some visual styles are so distinctive, so different, that they 


4 «”- ”” define their games entirely. These аге the games wholly intertwined, in... 


RT & SOUL 


BY LUCAS M. THOMAS 
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DONKEY KONG COUNTRY 


Later in the Super NES age, Nintendo began to be 
criticized by some gamers who claimed Sony's rival 
PlayStation platform could not be surpassed visually – 
so the Big N responded with then-second-party Rare's 
visual masterpiece, Donkey Kong Country. While it 
comes as no shock to see a look like this for a game 
today, DKC was unleashed into a world that hadn't even 
seen the first Toy Story movie yet - the computer- 
generated characters and environments were light-years 
beyond what any had seen before (even on PlayStation). 
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STAR FOX 


While clay models, computer-generated characters and crayon- 
drawn worlds were all peaks of visual achievement on the SNES, 
nothing was as awe-inspiring as the original Star Fox. A 3D 
polygonal shooter on a 16-bit platform?! Again, | can't express to 
you how extremely mind-blowing it was to first see this in action 
in the context of being a Nintendo-loving kid in 1993. | still 
remember my first moment seeing it in a retail store demo! 
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WARIOWARE & RHYTHM HEAVEN 


Sometime the boldest art direction is to have no direction at all, as evidenced by both of these series. The fact that no 
two minigames look alike becomes a part of the challenge in WarioWare, as different visuals appear every five seconds. 
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METROID PRIME 


Mario had made the leap into 3D with authority. 
The Legend of Zelda had followed suit two years 
later, and established a new era for its series in 
3D as well. But, for a time, it seemed like 
Nintendo was stuck for ideas on how to bring 
Samus Aran into the third dimension. She sat 
out a full console generation - there never was a 
“Metroid 64” – and only reappeared when a bril- 
liant team of designers at Retro Studios pulled 
the camera out of the skies and placed it inside 
Samus’ eyes, behind the visor of her helmet. 
Another breathtaking visual achievement! 
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Ы Li p ДУ y Й 
МЕСА МАМ 9 
We're fully immersed іп retro-styled platforming 
games these days, as more and more all-new 
games purposefully choose to pursue a graphical 
look that makes them look like they could have 
been released in the 80s. None of that would 
have happened, though, if not for Mega Man 9. 
This intentionally old-school sequel turned back 
the clock on the visual "upgrades" that had been 
made for Mega Man 7 and Mega Man 8, and 
restored the Blue Bomber to his NES roots. lt 


even kept the screen ratio accurate to the olden 
days, blacking out the sides on widescreen TVs! 


Ahhh... | am born. I am alive, 


FEATURES 


THE LEGEND OF ZELDA: SKYWARD SWORD 


The Legend of Zelda series could never top the extreme visual diver- 
gence of The Wind Waker, but just a few years ago it took another 
earnest stab at doing so – 2011’s Skyward Sword on Wii attempted 
to emulate the look of French impressionism and the paintings of 

legendary artists like Monet and Cézanne. The approach came 
through better in the concept art than in the game itself, though. 
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WHAT WILLTHE FUTURE HOLD? 


So where do game creators go from here? Anywhere they please – 
anywhere their imaginations can carry them. We've arrived at a point in 
the evolution of video game hardware where no visual concept is 
beyond modern consoles' capability to bring to life, so all it's going to 
take is the right idea and the right level of hard work and determination 
for us to once again find ourselves saying "Wow!" 
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GRACE SHOT!!! 


w 

=== = 

Now that the calendar's flipped into 2015, prepare yourself to be hearing about this movie all year long. П 

Yes, good old Back to the Future Part ЇЇ gave late-'BOs moviegoers а vision of the future, imagining the — 

MARTY MCFLY, year 2015 to be a place filled with flying cars, hovering skateboards and self-lacing shoes. Perhaps most [e 

CRACK SHOT interesting for our purposes, though, was the film's inclusion of the classic Nintendo light gun game Wild ww 

Gunman. Marty McFly comes across an arcade cabinet of the game in Hill Valley’s “Café '80s," and — 

BACK TO THE proceeds to put on an impressive exhibition of his shooting skills for two onlooking boys (one of them por- === 

FUTURE PARTII trayed by a young Elijah Wood). The boys are unimpressed, however, declaring, "You have to use your BEN 

БЕР ШЕНІ hands? That's like a baby's toy!" Perhaps Nintendo’ inBacktotheFuture'saltemate2015 ww 
NOVEMBER 22, 1989 ands? That's like a baby's toy!" Perhaps Nintendo's newest games in Back to the Future's alternate 2015 

=== 


are entirely hands-free. Nintendo mind control! (Also interesting to note: Wild Gunman was never 
actually produced as a standalone arcade cabinet like this. Nintendo made one specifically for the movie.) 


CHARACTER PROFILE 
DUCK HUNT DOG 


He's back in the spotlight after years of ipu out, hoping 
wed forget our grudges against him. But no! We remember 
the pain your ndicule caused us, you hapless hound! Fear 
now the vengence of millions as everyone finally has a 


Š FIRST APPEARANCE _ 
chance to punch you out in the new Super Smash Bros.! DUCK HUNT (1985) 


The kind-hearted Duck Hunt Dog was He avoided retaliation from angry Now he’s back in action! The Dog joined the cast of the 
originally introduced as a smiling, duck- Zapper-wielding gamers for a while, new Super Smash Bros. as a playable fighter, teaming up 
collecting, joyful companion . . . reappearing next five years later... with one of Duck Hunt's ducks to form a dueling duo! 


LOW POINTS | HIGH POINTS 


.. except when you missed your shots ... but those Zapper-wielding gamers After the NES era, light gun gaming 
and the ducks flew away, as he'd pop up finally got their revenge, as he could at declined and the Dog was stuck doing 
and laugh at your ineptitude mercilessly. last be shot on a home console! Take that! only cameo work in WarioWare games. 


udi - HUNT 


SUPER MARIO BROS. / BARKER BILLS 
DUCK HUNT TRICK SHOOTING 
NES, 1988 NES, 1990 2 

The Duck Hunt Dog soared to popularity in The NES Zapper didn't have a huge variety of e. 
the late '80s thanks to the two-in-one Super first-party games released to support it after SUPER SMASH BROS. FOR NINTENDO 3DS & Wii U 
Mario Bros./Duck Hunt combo cartridge that Duck Hunt, but one notable one was Barker 3DS & Wii U, 2014 

was bundled with millions of NES hardware Bill's Trick Shooting. In it, the infamous Dog The final newcomer to be revealed for the new Super Smash Bros. sequels, the Dog was selected 

units. Had it not been for piggybacking on returned to host a balloon-shooting minigame for inclusion in the roster on the strength of the original Duck Hunt's sales success. Teamed up 

Mario's notoriety, the Dog and Duck Hunt and greet players on the title screen. with a duck, the pair together serve as a playable celebration of the NES Zapper — their moves 
itself could have ended up as just a footnote. (His snout changed color, however.) make reference to Duck Hunt, Hogan's Alley and Wild Gunman, too. 


HOW TO SHOOT THE 
DUCK HUNT DOG € 


Millions upon millions of NES players in the '80s sh 
the same experience: missing the mark on a duck in Duck 2 ¥ OOZOOPRTS 
Hunt, then seeing the Dog rise up from the grass to giggle z 
condescendingly, making fun of the fact that one got away. o6 ~ 
Naturally, the next logical step was to immediately take === 
aim at the Dog himself and squeeze the trigger, trying to OUCH # 
retaliate against the pooch. Alas, it was impossible – the s 
NES version of Duck Hunt didn't allow the Dog to be SHOOT THE DUCKS. NOT ME 
harmed. But Duck Hunt had more than one version! In 
"Vs. Duck Hunt," which was an arcade cabinet version of 
the game, the Dog actually could be blasted! He'd get 
indignant and say "Ouch!! Shoot the ducks, not me!!", but 
everyone knew he had it coming. Later, as mentioned over 
on the other page, NES gamers finally got the chance to 
zap him with the Zapper itself in Barker Bill's Trick 
Shooting. And now that he’s playable in Super Smash 
Bros., well, you can shoot him in a wonderfully wide k. 


variety of ways, with all kinds of different blasters. Justice! 


Worth 1000 points, 


PN if shot down. 
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WHATS ОМ HIS 
DOG TAG? 


There's been some debate over the years 

about just what this character should be 

called, as he was never officially named in 

Duck Hunt - so he's most commonly just referred to by 

connecting him with that game of origin: "Duck Hunt Dog. 

Others have called him "The Laughing Dog" to reference his 

infamous snickering, or sometimes just "Dog." A few years 

ago, the name "Mr. Peepers" made the rounds through the 

Nintendo fandom on the Internet, as it was claimed that an Oh sure, he looks cute now. 
original developer of Duck Hunt had confirmed that to he But he's a villain. Don't 
canine's true name. That claim proved to be false, thougl А 

simply а fan-made ruse. His lack of a confirmed name has let him fool you! 
most recently proven to be a problem for his appearance in 

Super Smash Bros., as the developers seemed unsure of what 

to call him. In North America, he's simply dubbed "Duck Hunt" 

to reference both he and the duck, while in Europe it's the 

more sensible "Duck Hunt Duo." 
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PERIPHERAL VISION 


THE ZAPPER 


The defining accessory of the NES era; its magic may never be recaptured. 


VIDEO GAMES ARE tough. Especially the classics. 
If you've ever dabbled in the old-school, you know 
this is true. In fact, games of yore could be so frus- 
tratingly difficult that programmers were known to 
take extreme measures to deal with the stress. 
Eventually, some intrepid designers went so far as to 
invent gun peripherals with the sole purpose of being 
able to literally shoot their games in their figurative 
faces. And thus, the light gun was born! 

... Actually, the history of the light gun can be 
traced all the way back to the 1930s, where the 
invention of vacuum tubes in electronics met with 
people's love of shooting things. Nintendo, having 
recently expanded its market from playing cards to 
toys and games, quickly became pioneers in the area 
of light gun tech. Starting in 1970, they released all 
manner of target-shooting products, like Jumping 
Bottle, which included a springloaded bottle that 
would pop its lid when hit; Custom Gunman, which 
featured a little plastic cowboy who could technically 
register a hit from up to 100 meters away (and can 
be seen in the original WarioWare); and the original 
Wild Gunman, an early arcade game which featured 
filmed live-action sequences that "reacted" to the 
player's ability to hit specific targets. 

However, things didn't get really cool until 1976, 
with the release of the original Duck Hunt. Long 
before that laughing dog crippled childrens' self- 
esteem the world over, the Big N made a surprisingly 
realistic looking rifle toy called the Kosenju SP, or 
Light Gun Beam. It revolutionized light gun toys by 
no longer needing a physical receiver (typically 
vacuum tubes) to register your shots. The Light Gun 
Beam would essentially fire a signal at the wall, 
where the projector would display randomly moving 
duck targets. Depending on whether or not the signal 
detected a duck, the gun 
would register a hit or 
a miss. Fast-forward to 
1985, and the Zapper 
gun, utilizing an 
updated version of 
that same tech, landed 
in North America. 


Originally released here in console-matching grey 
(and later in a less threatening florescent orange), 
the Zapper was a masterpiece of an accessory. While 
the original Japanese model was created specifically 
for the Famicom version of Wild Gunman - and as a 
result closely resembled a real-life revolver – the 
American Zapper featured a sleek, futuristic design, 
a comfortable grip and an unmistakably delightful 
clicking sound when its trigger was pulled. 

So how did it work? When you shot at the screen, 
the Zapper would tell the NES to black out the game 
for a single frame. It would first check for an absence 
of light, and then, in subsequent frames, it'd look for 
white rectangles where the targets would be on the 
screen. If you had successfully aimed at one of those 
white rectangles, a hit would register. Of course, this 
all happened over the span of a fraction of a second, 
so it looked like you were hitting whatever target the 
game had placed in front of you. 

And speaking of games, there were plenty. From 
Nintendo's own hits like Duck Hunt, Hogan's Alley 
and Wild Gunman to third-party gems like The 
Adventures of Bayou Billy, Operation Wolf and even 
specific events in Track & Field Il, the Zapper enjoyed 
one of the more robust peripheral-based libraries of 
the era. 

unfortunately, the Zapper itself is a product of a 
bygone era, and doesn't function properly on 
modern televisions. However, the NES classic Duck 
Hunt was recently released on the Wii U Virtual 
Console. (See Page 22 for our review). And with the 
Duck Hunt Dog appearing as a playable character in 
the new Super Smash Bros. - finally giving us all the 
chance to get back at him for all that aforemen- 
tioned self-esteem crippling – there has never been a 
better time to shine (or should | say shoot?) a light 
on these seemingly lost gems. - KRIS 


NES, JUNE 1986 (NORTH 
AMERICA); JUNE 1988 (EUROPE) 
NINTENDO 


THE ZAPPER'S 
ODDEST OUTING 


Gumshoe is a platformer that you control with 
the Zapper. (Just let that sink in for a moment.) 
Designed by the legendary Yoshio Sakamoto 
and sporting a classic Hip Tanaka soundtrack, 
Gumshoe tells the story of Mr. Stevenson, an 
ex-FBI agent who's out to rescue his kidnapped 
daughter from mafia boss King Dom. There are 
balloons, giant armadillos, diamonds and 
more, but the only controls are a trigger and 
your wits. Stevenson automatically jogs to the 
right, not unlike a lemming or Commander 
Video. Left alone, he will trot straight into his 
own demise. You avoid this by shooting 
Stevenson himself, making him jump. It seems 
simple, but there are a multitude of obstacles 
out to get you at every turn. Once it clicks, 
though, it can be an incredibly fun and 
charming experience. Who knows? With some 
luck, maybe Mr. Stevenson could visit the 
Virtual Console someday. 


RETRO 


TS NEW TO ME! 
LIGHT GUN GAMES 


Ready. Aim. Fire! Kids today won't get to play these greats — but we made Teagan try them. 


LIGHT GUN GAMES seem like they must be some of a speed rating for each one, to tell you how much time you'll 

Nintendo's most zany, most impressive accomplish- have to fire once you draw - it can be as low as four tenths of a 

ments – and experiencing Duck Hunt, Hogan's Alley second. Better be quick, or you'll be dead! 

and Wild Gunman for the first time was a bit of a Interestingly, having never played these games or even 

culture shock for me. It was hard for me to put the heard their names before, | still recognized all of them due to 

NES Zapper in my hands and not think about Wii their inclusion in WarioWare minigames and the conglomera- 

Play's Shooting Range, or Wii Sports Resort's Archery tion of Zapper elements in Duck Hunt Dog, the character in the 

— because these light gun games were the inspiration most recent Super Smash Bros. sequel. 

that led to them! The Zapper itself was a bit of a marvel to me. I found this 
Duck Hunt is doubtlessly the most well-known of ingenious piece of Nintendo equipment works in tandem with 

these titles — having shared a cartridge with Super the game. Every time the trigger is pulled, the screen turns 

Mario Bros. – and it has many elements that lead to black and the targets being aimed at turn white – the Zapper is 

its being remembered. Loading up Duck Hunt, | designed only to recognize if it's being pointed at white, and if 

started with the 1 Duck game - where a lone flapping it is, the game interprets a hit and the target if destroyed. 

bird flew up from behind a bush, flopped all over the To me this is the essence of Nintendo. This type of creativity 

screen and then quickly flew out of my field of view. to leverage a unique piece of technology and make a gameplay 

The goal is to zap a certain quota of ducks in each experience out of it. The N64 Rumble Pak, the DS touchscreen, 

round and go as long as possible. creating an entire system directed primarily by motion controls 
While Duck Hunt could have felt like a flat, emo- with the Wii... these light gun games are one of the earliest 

tionless experience - simply popping ducks over and testaments to Nintendo's long history of ingenuity and trans- 

over – the game provides you with feedback; either forming new technologies into fun! - TEAGAN 

with a jingle indicating your success or the Duck Hunt 

Dog popping up from behind a bush and snickering at 

you. These two elements help to drive along the 


gameplay as you fire at duck after duck. 
Easily polishing off duck after duck, | soon changed 


Ey to the double duck mode. This ratcheted up the diffi- 
culty and brought out the most excellent moments of 
NES, OCTOBER 
1985 (ALLTHREE, NORTH AMERICA); Duck Hunt: the moments where I needed two ducks to 
AUGUST 1987 (DUCK HUNT, EUROPE); meet my quota, and only two ducks remained in the 
DECEMBER 1987 (HOGAN'S ALLEY, ; ; ; - 
EUROPE): FEBRUARY 1088 (WILD round. | flew into the final volley, frantically firing 
GUNMAN, EUROPE) trying to find victory - and sometimes | did. But, of 
NINTENDO course, ultimately the infuriating dog popped up to 
ridicule my efforts when Game Over arrived at last. 
PLAYI N G Hogan's Alley was quite different, presenting me 
THEM TODAY with literally flat enemies. Hogan's Alley presents 
Duck Hunt has just been reissued sapa с ш ү innocents, " of ^ =s kE — 
as a Wii U Virtual Console title, but whom appear Identical until they spin around a гр! — پڪ‎ 
if you've already read our review second before you're supposed to fire. With only the 050000 E AM = 912009 
Rieder ed раш briefest moment to react, the game is frenetic and 
i у! š ; 3 5 х 
actually subject themselves to exhilarating -at first. It quickly lost its appeal for me, 
that version. A much better plan because it seems like there’s no tangible way to 
would be to track down someone become better at the game, as you're forced to react 
who still has the original repeatedly to the same non-threats. 


hardware needed to play these 
games on an actual NES, wielding 


millions of copies worldwide, so and bemoaning together the moments when you 


hopefully you're connected with should have held your fire. There's also an alternate 
someone who still has it, and even Gaia Rieck cat oil CRN SA RRR: FIRE” + FIRE” 
a few other light gun games too. GRIS SP UTOR UOTIS S IST el nse 
The real trick? Tracking down a ing shot bounces them up in the air. This mode is 
working CRT TV if you've already much more appealing and requires a lot of planning 
ditched your old ones. and timing to land the cans for maximum points. 


Hogan's Alley becomes very fun playing with a 


Finally, Wild Gunman pits you against a rogues 
gallery of Old West criminals in shootouts of all kinds. 
The primary mode places one or two gunmen 
opposite you, challenging you to draw and fire first 
before the outlaws can do the same. The gunmen 
have different firing speeds, and the game presents 


OOO00 


22222222) (007090 
w 3 22982 


WARP ZONE 


What Nintendo Power was writing about way back when. 


AN ALL-NEW DECADE started off big for NP with 
a cover featuring none other than Jack Nicholson as 
The Joker from the then-recent Batman film, tying 
in to the six pages of coverage of Sunsoft's licensed 
game within. (It was excellent — one of the best 
games to ever utilize a film license.) Coverage of 
Shadowgate, Willow, Double Dragon II, Super Spike 
V'Ball, Clash at Demonhead and River City Ransom 
followed the Batman spread, proving good games 
can come out early in the year, too. 

While this issue's Previews featured the likes of 
Burai Fighter, Astyanax and Dinowarz (for which a 
cool illustration shared the two-sided poster with 
River City Ransom maps), the one game everyone 
was talking about was Super Mario Bros. 3. Four 
pages recalled the then-short legacy of Super Mario 
before revealing numerous new power-ups and 
features that were set to make their debut in the 
new sequel, such as the introduction of the map 
screen to the series. 

Another highlight was Howard and Nester's 
adventure in the world of Tetris, illustrated through 
а 16-page game guide that followed them through 
their quest to challenge the Tetris King. The duo 
also partook in a more traditional comic quest too, 
as Nester attempted to reach the Stone of Sunlight 
beneath Dragon Warrior's Tantegel Castle. 

The ongoing coverage of new Game Boy titles in 
pocket-sized bits continued with quick looks at Golf 
(featuring Mario!), Boxxle, Kwirk, Solar Striker and 


THE MAKING: OF A MASTERPIECE 


In addition to the four-page preview mentioned above, this issue also took Power Players 
behind the scenes of Nintendo Co. Ltd. in a four-page "Making of Super Mario Bros. 3" 
feature. Numerous production sketches were shown, and sharp-eyed readers even got to 
see a glimpse of how the game's final boss, Bowser, would appear - well before the game 
was released! The final page, however, provided a rare look at Miyamoto himself, revealing 
his work schedule (often supervising six or seven different projects), family (a wife, son and 
daughter), just how great an influence he'd already been on the company’s library and that, 
as of that writing, Miyamoto had only been to the U.S. three times. Finally, the article teased 
the upcoming Super Famicom by noting that he was currently working on "Super Mario Bros. 
4" and "Zelda 3," as well as working with Shigesato Itoi on "a role-playing game set in 

modern times that will probably be available for the NES next year." Hmm... 


glimpses of more titles to come in the future. 
Counselors' Corner focused on Who Framed Roger 
Rabbit?, Legacy of the Wizard, Adventures of Lolo, 
Faxanadu, Monster Party, Ultima and Air Fortress. 
Meanwhile, Classified Information offered up cheats 
and tricks for Mega Man 2, Rambo, Super Mario 
Land, Kid Icarus, Bad Dudes and more. 

The "Winter Winners" of new games available 
included Infiltrator, The Chessmaster and the Power 
Pad's two-in-one cartridge, Short Order/Eggsplode! 
(go back to our Issue #8 for more on it and the 
Power Pad itself). Just a bit further out, Video 
Shorts showed off the upcoming port of the arcade 
classics Road Blasters and Dig Dug II. And further 
out still, Pak Watch previewed Contra's sequel 
Super C, MTV's Remote Control, NARC, Adventures 
of Lolo 2 and Snake Rattle 'n' Roll. (Speaking of 
snakes, the NES sequel to Metal Gear, Snake's 
Revenge, was also announced.) 

Turtle Power dominated the Top 30 as Teenage 
Mutant Ninja Turtles took the top spot, while Zelda 
II: The Adventure of Link and Super Mario Bros. 2 
held fast in the second and third place positions, 
respectively. Speaking of the TMNT, this issue's 
Player's Poll prize was an exclusive screening of 
their first movie! 

On top of all this, the issue also held a special 
pull-out World of Nintendo catalog featuring 20 
pages of fun and weird Nintendo clothing and gear. 
Perhaps you've seen it shared online? - DAVID 
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Shigeru Miyamoto, or 

Miyamoto as he's known to SN 
fans, has been involved in the 
video game industry since 1977, 
when he started working at Nin- 
tendo Company Ltd. designing 
characters and art work for 
arcade games. The first game he 
actually directed design and art 
work on was Donkey Kong in 
1980. As everyone knows this 
was the big hit that brought Nin- 
tendo into world prominence— 
quite a good first outing. 

Since then, Miyamoto has had a 
hand in just about every hit game 
from Nintendo. He is in charge of 
directing the development of the 
Super Mario Bros. series, and he 
also worked on design and 
development of the Zelda series. 
A typical working day for Mr. 
Miyamoto starts at a flexible time 
in the morning and sometimes 
lasts until the wee hours of the 
morning. During a typical day he 
will check on the six or seven 
software projects for which he is 
supervising the development. He 


also spends a lot of time traveling 
around and meeting people in 
other creative fields to get inspi- 
x 

KKK 


P diti ын ы и ыыы тытыз СС 


GAME DESIGNER PROFILE: 
SHIGERU MIYAMOTO 


Ne 7 
ration for game ideas. 

Among Miyamoto's current proj- 
ects are planning games for the 
Super Famicom (like Super 
Mario Bros. 4 and Zelda 3). He is 
also working with Shigesato ltoi, 
another famous Japanese copy 
writer on a role playing game set 
in modern times that will prob- 
ably be available for the NES next 
year. 

Miyamoto enjoys his job and 
says he has always wanted to 
design games. He has a B.A. in 
Industrial Design from Kana- 
zawa Municipal College of Arts 
and Crafts. He makes his home 
in Kyoto with his wife and two 
children, a son age 4 and daugh- 
ter age 2. When he's not busy 
designing games, he likes to lis- 
ten to music and play bluegrass. 
He also collects musical instru- 
ments, and owns two guitars, a 
banjo and a mandolin among 
others. 

As the designer of so many 
popular games, Miyamoto has 
gained quite a bit of fame in 
Japan, although you wouldn't 
know it from him. “I’m not all that 
famous, but people do write and 


ask me for photos for their kids," 
he says modestly. 

When asked for his advice to 
aspiring game designers, Mr. 
Miyamoto had these words of 
wisdom: "It's one thing to design 
games based on established 
characters, but the key to suc- 
cess in designing games is to try 
and create your own interesting 
and original game play ideas. 
Keeping in touch with other areas 
of popular culture will help you 
come up with more innovative 
ideas. Also, understanding 
assembly language inside and 
out is essential for game pro- 
gramming.” 

Miyamoto has visited the United 
States three times, and says he 
has seen a lot of originality in this 
country, especially in the area of 


music. In 1987, he and his team . 


toured Disneyworld, San Fran- 
cisco and New York City in search 
of inspiration. On his next trip, he 
told us he'd like to visit Nashville. 
(We can only wonder what kind 


of games that trip would inspire). 
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NO-SHOWS 
AFTER 
TRADE 

SHOWS 


The AVS is far from the only 
Nintendo product to meet with 
a fate of non-release after а 
single appearance at an 
industry event like CES or E3. 
Here are a few others that 
never saw the light of day: 


SNES CD-ROM 


This one has gone down in 
infamy. Nintendo had penned a 
partnership deal with Sony to 
add a CD-ROM attachment to 
the Super NES, and the periph- 
eral was produced and shown 
off at the June 1991 CES. Just 
one day after the show, though, 
Nintendo pulled a fast one on 
Sony and decided to partner 
with Philips for CD tech instead. 
Sony, insulted, kept their 
project going and ended up 
creating a little something 
called the PlayStation. 


Wii VITALITY 
SENSOR 


Introduced to the public at E3 
2009, the Wii Vitality Sensor 
was billed as the next step in 
game immersion — you'd insert 
your finger into the alligator- 
clamp-esque plastic dongle and 
it'd keep track of your pulse as 
you played games with a Wii 
Remote held in your other 
hand. Nothing ever came of it. 
Nintendo never really talked 
about it again, and the rumor is 
that they just couldn't come up 
with any kind of interesting 
gameplay to support it, so it 
got scrapped. 
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LOST GAMES 


If you expand your scope 
beyond just abandoned 
hardware products and look at 
game software that was shown 
at trade events and then never 
seen again, well... the list's far 
too long to feature here. The 
most prominent example has to 
be "EarthBound 64," which was 
thought to be nearly complete 
from its playable appearance at 
Space World 1999 - but it got 
quietly canned. Its characters 
and scenario didn't die, at least 
— they went on to be used for 
the version of Mother 3 that 
actually made it to market on 
Game Boy Advance in Japan. 


THE NES TURNS 30 


Three decades oe attendees saw a vastly different vision of what 
ome the Nintendo Entertainment System we know. 


would ultimately 


WE'VE JUST PASSED a major anniversary for Nintendo – but 
you probably didn’t know it. January’s annual Consumer 
Electronics Show has come and gone for 2015, and while CES is 
no longer an important event for video games in general, that 
wasn't the case 30 years ago. Then, in the mid-’80s, E3 hadn't 
yet been established as the gaming industry's go-to trade show 
for unveiling new products, and so Nintendo went to CES, in 
January 1985, to pull back the curtain and show the world the 
all-new, all-American version of Japan's wildly popular 8-bit 
Famicom game console. 

The Nintendo Entertainment System? Not quite — not yet. In 
its first public appearance, it was instead presented in an 
entirely different form and with an entirely different name. 
Attendees of CES exactly three decades ago were presented 
with the Nintendo Advanced Video System. 

Nintendo had witnessed the great crash of the video game 
market in America that had occurred through the preceding 
few years, and so stepped cautiously into the country with a 
different tactic for selling their game system – they presented 
it as primarily a home computer. It looked the part, with a 
built-in keyboard and a sleek, futuristic form factor that looked 
nothing like the red-and-white, clearly-a-toy plastic housing 
that the Famicom used in Japan. The AVS came equipped with 
all of the latest add-ons and accessories that were relevant to 
computing culture at the time, too – a cassette data recorder; 
a BASIC interpreter software cartridge. It even had a musical 
keyboard you could hook up to it for piano lessons (which 
actually would still become a product for the NES, several 
years later). 


The most interesting elements of the AVS to look back on 
aren't the components that were never released to the public, 
though, but those that were – in extremely different styles 
than what was shown at that one CES show. 

The AVS had a first-party flightstick-style controller – only 
third-party peripheral makers ever created those for the final 
NES. 

The AVS had what was called a "light gun/wand," which in 
retrospect seems like an odd fusion of the NES Zapper we've 
just spent time profiling and something that Harry Potter 
might wield. Or perhaps more like a Wii Remote? It had no gun 
grip like the Zapper, so it must have been intended to be held 
just like Wiimotes are, pointing and firing at the screen the way 
we'd navigate a Wii menu today. 

And then there were the "normal" controllers, which had 
what looked to be entirely uncomfortable and non-functional 
square-shaped D-Pads and similarly squared-off B and A 
Buttons. Oh, and they were wireless, communicating with the 
console by way of infrared. 

Everything was infrared, actually - the gun/wand, the 
joystick . . . it boggles the mind. Nintendo didn't actually 
release a wireless video game controller to the public until the 
WaveBird in late 2002, nearly 18 years after these AVS proto- 
types were displayed! 

Looking back on the Nintendo AVS is like getting a glimpse 
into an alternate reality. Who knows how Nintendo gaming 
would have evolved if this had been the form of the company's 
first console in America, instead of the boxy, more toy-ish, 
VCR-look-alike NES we all know and love! - LUCAS 
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NF: What inspired you to become a 
game developer? 

It has really 
been the only thing I’ve wanted to be 
since | was old enough to grasp the 
concept that video games are devel- 
oped by humans and that it's an actual 
job. Back when I was a kid it seemed 
like a pretty farfetched dream. But 
then the industry rapidly grew more 
mainstream - especially here in 
Sweden with developers like DICE and 
Starbreeze - and around the time I 
finished high school, various univer- 
sity educational programs in game 
development started popping up. 


How did you break into the industry? 
I studied game design at the 
University of Skövde, and I've been 
doing some hobby game development 
and programming since I was a kid. 
After university, my first job was doing 
programming on a small kids' game 
that was only released in Sweden - 
then I got a job as a gameplay pro- 
grammer at Grin just after they 
started working on the Bionic 
Commando reboot. 


What was it like working on Bionic 
Commando and Bionic Commando 
Rearmed? 

Bionic Commando was my first (and 
only) time working on anything near 
that size, so it was a great learning 
experience. One of the things | learned 
quite early on was that it wasn't my 
thing at all. Then Rearmed came 
along, and being a big fan of the 
original and of platformers in general, 
I made sure to get on that team as 
soon as l could. At first that game was 
areally low priority within the 
company. For a while it was just Simon 
Viklund (the director/sound guy), me 
and another programmer, and we 
were both among the most recent 
hires and the least experienced. Then 
we got some artists to make some 
assets for us and as people started 
seeing the potential, the team started 
growing, the scope increased and we 
were given more resources and more 
time. 


What was it like the first time you 
went indie with Might and Delight? 
When we first started the Might and 
Delight studio, we didn't really 
consider ourselves indie – the plan 
was to go to publishers and do more 
remakes in the vein of Bionic 
Commando Rearmed, or possibly get 
funding for original pitches. That 
never happened though, and we went 
on developing our original game on 
our own while talking to publishers. 


A lot of time was wasted trying to get 
it presentable for publishers, rather 
than just focusing on development. In 
alot of ways we tried to work as if we 
were still at a big studio, which I found 
a bit frustrating at times. 


What inspired you to go even more 
indie with solo projects like Gunman 


Honestly, | was pretty burnt out and 
disillusioned about the game industry 
when I left Might and Delight. My plan 
wasn't exactly to try to become the 
next indie sensation. | had made a silly 
little mobile game in my spare time 
and was making a little bit of money 
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off that and figured if | just pumped 
out a bunch of tiny games and apps 
without too much effort | could make 


a modest living. But, despite my inten- 


tions, my projects became a bit more 
ambitious as time went on and even- 
tually | started feeling like a proper 
indie developer. 


When Gunman Clive was first 
released on the 3DS eShop, the 
system wasn't selling that well, and 
it didn't have the best reputation for 
carrying successful games. Why did 
you take the risk on it? 

After the positive response for 
Gunman Clive on smartphones, I 
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wanted to give the console market a 
shot. That has always been where my 
heart is, and I’ve always had a special 
love for Nintendo handhelds - the 
original Game Boy was the first 
gaming platform | owned. 

The 3DS seemed like the best fit for 
small games like mine, and it also 
seemed like the easiest platform to 
get into (this was before Sony started 
being quite as vocal about how indie- 
friendly they are, but overall | don't 
think the rules have changed much). 
The fact that hardware sales weren't 
as strong back then wasn't really 
something | worried about. The install 
base was still more than big enough to 
support a game like mine, and install 
base isn't always the best indicator of 
games' sales potential either. 


Were you surprised when the 3DS 
version of the game outsold the 
smartphone version? 

I didn't really have any clue what to 
expect when I released it on 3DS. I 
was very happy with the sales on 
smartphones, but they weren't so high 
that it would be a shock if the 3DS 
version surpassed them. | never 
imagined it would go on selling as well 
as it has now, though. 


Gunman Clive is one of the least 
expensive games on the 3DS eShop, 
and is (in my opinion) one of the best 
games on sale there as well. Did you 
ever consider charging more for it? 
Well, thank you for calling it one of the 
best. I considered raising the price of 
course - as it seems like the more 
common practice – but | couldn't 
really find a way to motivate a price 
hike. There are some additional costs 
of course, for age ratings and devkits, 
but those are fairly negligible 
compared to the full development 
budget, which I had already recovered 
from the other versions. I didn't want 
3DS players to compare the prices and 
wonder why they were getting a worse 
deal. Plus the game is so short that I 
couldn't have charged that much more 
regardless. 


Would you advise other developers 
to sell their smartphone-to-3DS 
games for the same price across 
both systems, or do you think con- 
sumers are prepared for a markup 
when they play on dedicated gaming 
devices? 

It has worked out for me, but I also 
have very little overhead and low 
costs overall, and I can understand if 
it's risky for bigger studios to charge 
too little for a game in the eShop. 
Overall, people are probably willing to 
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pay a bit more on the eShop than the 
App Store though, and if you want to 
maximize your revenue it's a delicate 
balance. | don't necessarily agree with 
the pricing model in the mobile 
markets, and generally I think games 
should be valued a bit higher than a 
couple of dollars. But for now this 
model is working for me, so | dare not 
raise the price too much for the sequel 
either. 


You've talked before about tentative 
plans for Wii U eShop releases. 
Would you plan to keep your prices in 
the same range on that storefront? 
Any concrete plans for Gunman Clive 
or other characters from the 
Bertil-verse to make it to home 
consoles? 
After Gunman Clive 2 is released on 
3DS, I’m going to start working on 
various ports. Step 1 is to make the 
sequel available to everyone who 
played the first game, and then I'll 
look into additional platforms. Wii U is 
at the top off that list, but I'm not sure 
how many ports ІЛІ be able to release 
before | want to move on to something 
new, so | won't announce anything 
solid yet. As for future games, I think 
3DS will still be my main platform for 
now. 

| think | would apply the same rea- 
soning for pricing on home consoles. I 
don't want there to be a big disparity 
between platforms, but as | move 
further away from the smartphone 
scene I might start charging a bit 
more for my games. 


How did you work to make Gunman 
Clive 2 an improvement over its pre- 
decessor? 

Initially | was planning for this to be a 
pretty small project and a very 
straightforward sequel. A lot of people 
wanted more levels, so that's essen- 
tially what I'm giving them in the form 
of a sequel - but it got a bit more 
ambitious as development went on. 

I think one of the things people 
really liked about Gunman Clive was 
its variation in level design, with dif- 
ferent gimmicks, new enemies and 
new obstacles on nearly every stage, 
so that's something I’ve tried to 
expand on. That meant that just 
making extra stages was far from 
easy. Despite reusing a lot of things, 
l've created many more new assets 
than there were in the first game. And 
I’ve tried to make everything a bit 
more dramatic and tried to make 
every stage feel special. 

There's also a lot more going on 
visually. Early on | decided | wanted to 
add more color (though that’s a 
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decision I’ve regretted many times, as 
it made it much more difficult to get it 
to look right), and there’s more detail, 
more backgrounds and far more varia- 
tion. 

Trying to focus on production 
values probably isn’t the best idea for 
a solo developer, though, and the 
development has taken twice as long 
as the first game, so I'm very anxious 
to see how players will respond. 


Having succeeded this far in game 
development, now on your own, what 
do you want to do going forward? 
Would you be happy making ten 
more Gunman Clive games and 
nothing else? Would you ever 
consider working for a big publisher/ 
developer again? 

It's been hard enough making a 
second Gunman Clive, so I'm not 
planning to do a third any time soon; 
my next game will definitely be some- 
thing different, though I haven't really 
started planning anything yet. 

No, | don't think | could ever return 
to a big studio, or any normal job for 
that matter. I’ve gotten far too accus- 
tomed to the freedom of being on my 
own. It's not always easy though - I 
struggle a lot with motivation and dis- 
cipline, and it obviously limits the 
scope and quality of what I can create. 
I’ve been playing around with the idea 
of expanding and hiring a couple of 
extra people for my next project once 
it's ready to start production, but I'm 
not sure how that will work out, or if 
that's what | want in the long run. 


You were working on a cool-looking 
Zelda-like a while back, then stopped 
moving forward with it. I'd imagine 
that the project might have had more 
potential than you could see 
yourself, as you may have been so 
close to it that you couldn't see the 
forest for the trees. Do you imagine 
that you'd still be apt to quickly start 
or stop projects like that if you 
worked with one or more other 
developers? Is that part of the risk 
vs. reward exchange that comes from 
having 100% control over your 
projects? 

Cancelling that project wasn’t an easy 
decision as a solo developer either, 
and it was a rough time for me, but it 
was necessary. I’m going to spend a 
lot more time on prototyping and 
planning to avoid that situation for my 
next game, and I'm not going to hire 
anyone until | have a 100% clear 
vision of the game. Obviously the 
stakes are much higher with more 
people, simply because it costs more 
money, but I can't say yet how it 


affects the development beyond that. 
Sometimes it’s easier to remain 


positive with more people involved, as 


you’re never quite as critical of other 
people’s work as you are of your own. 


If you could take on any big Nintendo 


franchise, which one would you pick 
and what would you do with it? 

| wouldn't dare to take on any big 
franchise, and I’ve never really placed 
that much importance on characters 
and IPs. If my favorite series got out- 


sourced to a different developer, 
they'd have to prove themselves just 
as much as if they were making a new 
IP in my eyes. And if I want to create а 
certain type of game I'd just as well do 
a new IP (or a Gunman Clive spin-off) 
as working with an existing franchise. 

Doing a direct remake of some- 
thing small, like Ice Climber, could be 
fun though. 


Finally, if you could have any super 
power, what would it be? 
The ability to slow down time. 


Ready for adventure! 
Fans in Europe had to wait — D Жі 
an extra T the fun to С жж P ЗА v 7 
begin, but Captain Toad's now Ж 2224” . 
tracking treasure both there "а 
and in North America. 
Read our full review! 
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The Captain and the 


THOUGH HIS NAME'S the one on 
the box, Captain Toad's only control- 
lable about half the time in Captain 
Toad: Treasure Tracker – the other 
50% of your playtime will be spent in 
command of the game's camera. It's a 
unique mix: Both character movement 
and perspective shifts matter in equal 
measure, and the result is an all-new 
kind of "camera control" puzzler that 
will win you over with its heart and 
charm. 

Well, when you can properly see its 
charming parts, that is. 

Captain Toad first tracked treasure 
in Super Mario 3D World, where the 
little headlamp-sporting, backpack- 
burdened adventurer starred as the 
playable hero in a handful of mini 
puzzle levels. They served as a break 
from that game's primary action of 
running, jumping and bashing baddies 
one after another, as the good Captain 
preferred to simply walk, he couldn't 
jump whatsoever and any time he 
managed to defeat a foe, it always 
seemed like an accident. The Captain's 
quest was to collect five stars in each 
of his stages, all of which were small, 
free-floating "mini-universes" that 
would spin around on the screen as 
you guided the camera to keep track 
of our little treasure tracker. 

Fans liked what they saw. The 
minigame levels made a strong case 
for a full game to be built around 
them, and many - myself included – 
made it known to Nintendo that we 
wanted to see more from the Captain. 
I probably wasn't alone in thinking 
that that request, if met, would most 
likely be fulfilled in the form of a DLC 
pack adding on more levels to Super 
Mario 3D World. So | was surprised 
and delighted when Captain Toad: 
Treasure Tracker was announced as a 
full, standalone game. 

Delighted is a great word to use 
here - it's how you'll feel after 
spending any time at all with this 
adventure. Captain Toad is instantly 
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lovable, as you simply can't help but 
root for a Mario series character who 
can't even get his feet up off the 
ground. In fact, Captain Toad's capa- 
bilities are even more restricted here 
than they were in Super Mario 3D 
World – there he could build up speed 
and ultimately accelerate into a fairly 
rapid run to get around his stages, but 
now his top speed is barely faster than 
atrot. 

It's not a bad thing. His plodding 


pace dictates the rhythm of the adven- 


ture and provides some of the biggest 
thrills in the game when enemies give 
chase. Even the lowliest of Mushroom 
Kingdom meanies - whom Mario 
would simply outrun or stomp out of 
existence in seconds flat - becomes a 
terror for a character who can't leap, 
dash or attack in any manner on his 
own. Mastering the command of such 
a limited-ability character feels like 
something new and special for 
Nintendo. It's different, and I like it. 

Mastering the command of the 
camera is another matter. The full 
control that's granted to you over your 
own perspective can be a blessing or a 
curse, depending on your skill at 
handling the obligation of managing 
your own viewpoint. 

| had little trouble in this regard 
myself, and likely wouldn't have con- 
sidered it a potential negative point of 
the design had I not been babysitting 
for a friend's kids a few weeks ago and 
handed the GamePad over to their 
eight-year-old son. He couldn't figure 
it out. He could move the Captain just 
fine, but just couldn't wrap his head 
around how to properly position the 
camera, then reposition the camera 
when he walked behind a wall, then 
reposition it again when he climbed a 
ladder .. . constant camera adjust- 
ments are required here, and if you or 
the person you're planning to pass the 
Pad to can't keep up with that, not 
much fun's going to be had on this 
treasure hunt. I'd thought that this 
would be a perfect game for kids, but 


the babysitting experience has me 
second-guessing that now - I think 
many would be better served by 
playing games where the camera 
takes care of itself. Like, ironically 
enough, Super Mario 3D World. 

Assuming you're a player who'd 
have no problem acting as your own 
camera-carrying Lakitu in the sky, the 
rest of the Captain's quest is pure 
bliss. He's shifted from seeking five 
stars in each level to going after just 
one at a time, though along the way to 
collecting them there are three Super 
Gems tucked away in hidden places, 
tons of coins to amass and especially 
hard-to-find extra treasures like the 
elusive Golden Mushrooms - they're 
completely invisible until you walk 
right on top of them and see the 
telltale outline of a glowing, pluckable 
sprout in the ground. 

You can replay each level as many 
times as you like to collect treasures 
you missed in your first few attempts, 
but it's particularly satisfying to com- 
pletely and thoroughly clear out a 
stage on your first try. Each level has a 
secret bonus objective to fulfill to earn 


Camera 


a full completion, too, and it's even 
more satisfying when you're able to 
guess what that mission is and accom- 
plish it before the game has a chance 
to give you the clue about what you 
were supposed to do. 

Captain Toad's initial adventure is a 
brief one, as he sets out to rescue the 
kidnapped Toadette - the credits roll 
after just 18 stages. That represents 
only a fraction of the game's total 
content, though, as three more 
"Episodes" open up in succession after 
that, and altogether there are over 80 
different mini-universes to explore 
and clear. The replay value is strong, 
too, as you can always go back to try 
for faster times or higher coin counts. 

The fans were right to cry out for 
more adventures with the Captain 
after he caught his big break in Super 
Mario 3D World, and Nintendo was 
even more right to make this full-scale 
game a reality as a result. If you can 
keep your brain balanced between 
directing our hero's steps half the time 
and swinging the camera around the 
other half, you'll be charmed and 
delighted by Captain Toad. - LUCAS 


IN MARIO'S WORLDS 


Things come full-circle for Captain Toad after he's completed a few 
required objectives in his own adventure, as a set of bonus levels 
opens up that contains, among other things, a quartet of stages pulled 
almost directly out of Super Mario 3D World. You're able to explore 
iconic locations from that adventure like Super Bell Hill and Shadow- 
Play Alley while playing as the Captain . .. which means you won't be 
able to jump. The contrast in capabilities between Captain Toad and 
Mario was already stark, but placing our landlocked hero in these 
levels built specifically for the plucky plumber's legendary leaping skill 
seems like a cruel joke — except that these stages are "almost" directly 
pulled from the older game, remember. That "almost" means that 
they've been altered to accomodate Captain Toad, with extra ladders, 
ramps and other additions to make them all appropriately Captain 
Toad-y. As for any hovering blocks you come across? Tapping them on 
the GamePad's screen has the same effect as if they were being bashed 
from below by Mario's fist. You wouldn't want to miss the coins inside! 


THE GANG'S ALL HERE 


In addition to placing the non-jumping Captain into some of Super 
Mario 3D World's stages, Treasure Tracker's array of bonus levels also 
contains yet another different type of gameplay you won't encounter in 
the main campaign - Toad Brigade stages! In this set of levels, you 
revisit some of the mini-universes that you first cleared with Captain 
Toad alone – but this time, his Blue Toad, Yellow Toad and Green Toad 
squadmates are lurking somewhere in the level. When you come across 
them, they wave happily and then begin to follow you - first one, then 
another, and ultimately you've got the whole team of four walking 
together in follow-the-leader fashion all together. The chain of Toads is 
an extra challenge to manage, as you have to carefully time your 
movements across shifting platforms and past attacking foes so that 
none of the group gets hits — because a single point of damage taken 
by any of the Captain's comrades means instant failure and a restart. 


THE INTREPID TOADETTE 


I've just given top billing to both Captain Toad and this game's camera in equal 
measure, but | meant no disrespect to Toadette. Truthfully, she's the real co-star of this 
quest, as fully half of the game's levels are spent playing as her instead of Captain Toad. 
Her abilities (or lack thereof) are entirely the same as his, but this is her playable debut 

outside of Mario's various spin-off series, and that's going to mean a lot to her fans! 


AMIIBO SUPPORT 


The one thing missing from Captain Toad: Treasure Tracker at its 
launch - and still missing, actually — was and is its promised Amiibo 
support. The game was billed as one of the Amiibo-compatible titles 

before the first figures went on sale in November, but even as Captain 
Toad itself hit store shelves a few weeks later, Nintendo hadn't yet 
announced just what kind of Amiibo support was in the game, or which 
figures would be supported. Well, the Big N finally got around to 
remembering that promise during the January Direct video presenta- 
tion, when it was confirmed that the game will be able to utilize exactly 
one Amiibo – the yet-to-be-released Toad figure from the upcoming 
Super Mario Amiibo series. It's a bit disappointing, as Toad and Captain 
Toad are two different characters, and in the wake of having experi- 
enced this adventure there are undoubtedly thousands of fans out 
there who would've liked to own a little Captain figure. As for the in- 
game effect? Toad's Amiibo will trigger the addition of a hidden Pixel 
Toad in each level in the game, giving you something new to search for. 


ASK THE 
FORCE 


WHAT NEW “REMIX” 
SHOULD COME NEXT? 


LUCAS 
There's still more gold to 
mine from the NES itself, 
so I'd say an NES Remix 3. 


DAVID 
Game Boy Remix, of 
course, although what to 
do about that pesky color 
issue... 


THOR 
Capcom NES Remix, which 
would include all those 
licensed Disney games as 
well as things like Trojan, 
Bionic Commando, the 
Mega Man games (of 
course) and even Yo! Noid. 


CHRIS 
I'd love to see a Squaresoft 
SNES Remix. With all of the 
classic golden era RPGs like 
Chrono Trigger and Final 
Fantasy VI, it would be 
awesome to see some 
micro-challenges based on 
their most iconic moments, 
ushering in an all-new 
generation of fans. 


MARK 
N64 Remix for sure! Wing 
Mario in Pilotwings 64? 
Kirby and Ribbon flying 
through Corneria? Goron 
Link racing around Luigi 
Circuit? And it might mean 
we'd finally get N64 games 
on Wii U Virtual Console! 


TONY 
Tetris Remix! Wait . . . isn't 
that what Tetris Ultimate 
was supposed to be? And 
wasn't there a Tetris DX at 
one point as well? Isn't the 
entire history of Tetris just 
remixes upon remixes? 
How close are we to 
reaching Tetris Singularity? 


4 „аяг Ө р 


LEVEL-7 


Ultimately, a Disapp 


THE NES REMIX series for the Wii U 
was a dream come true. Having grown 
up with all of these old 8-bit titles, | 
loved having an excuse to play them all 
over again - and the mash-ups like Link 
inside of the classic arcade Donkey Kong 
were a trip. It’s crazy to think that the 
NES has been around for almost three 
decades in the US, but the platform’s 
enduring charm is undeniable. | could 
probably play Metroid for the rest of my 
life and still be happy with it. 

But the Wii U is the operative focus 
here. On the 3DS, Nintendo has curated 
aso-called "Ultimate" pack that seems 
to be a mixture of the two Wii U titles, 
and unfortunately, it’s not as interesting 
as either of them was alone. 

If you've never touched an NES Remix 
game before, it basically involves a 
couple hundred challenges that operate 
similarly to a number of smartphone 
games. In the Mario section you may 
have to "collect 10 coins" or "defeat 10 
enemies" in any given level, and once 
you're done, you move onto the next bit. 
Easy, right? Well, it gets a bit more 
involved when the game tasks you with 
doing certain stages backwards. Or in 
the dark. Or with new physics and new 
parameters. It's perfect for short bursts 
because of the brevity of each chal- 
lenge, or long play sessions because you 
gradually unlock more content as you 
go. 

"Remixes" are the main draw here, 
with the aforementioned mixing and 
matching of games. The problem is that 
Ultimate NES Remix doesn't really offer 
as many of these as the previous two 
titles combined, even though it currently 
costs the same amount as the Wii U 
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Hold and release 
to pick up Kirby! 


retail box or both eShop titles. In fact, 
there seems to be little point to the 3DS 
game, because Nintendo has arbitrarily 
chosen which classics made the cut — 
making the "Ultimate" moniker a bit 
puzzling. 

Another puzzling move is the choice 
to make certain games easier in the 3DS 
version, giving you a smaller sense of 
accomplishment when you actually do 
finish some challenges. It's weird, 
because the originals allowed you to 
jump around games rather frequently, 
which let you gain an overall star 
ranking by sticking to what 
you're good at. 


ointment 


ULTIMATE NES REMIX 


In the end, these changes don't make 
Ultimate NES Remix a terrible game, just 
an inferior port in every way. As previ- 
ously mentioned, the charm is still 
there, and the minigames' "just one 
more" feel is still addictive. 

The franchise's producer previously 
stated that NES Remix wasn't possible 
on the 3DS, so it's nice that it exists, | 
guess. If you have access to a Wii U, 
however, I'd recommend picking ир the 
other versions as soon as possible and 
staying away from Ultimate. - CHRIS 


THE Wii U PACK 


If you want to own NES Remix in 
physical form, a better solution exists 
over on Wii U in the form of NES Remix 
Pack. Rather than curate an "Ultimate" 
selection of just certain games from the 
two original Wii U eShop titles like the 
3DS release tried to do, this package 
simply presents NES Remix and NES 
Remix 2 together, untouched and 
unchanged apart from the fact that 
they've now been pressed onto a 
tangible disc. We've chosen not to offer 
a review of this package since the 
games within are exactly the same as 
before. But for reference, NES Remix 
scored a 6.0 and NES Remix 2 an 8.0 in 
NF Issues #7 and #9, respectively. 


[turn] O Ф | There's so many Card Soldiers! 
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The Crossovers Continue 


PERSONA IS A franchise that not many in 
the Nintendo world will know, and that makes 
Atlus’ move all the more interesting – they've 
taken a risk with bringing Persona Q to the 
Nintendo 3DS, but unsurprisingly, it was a risk 
well worth taking. This spin-off spices up its 
series by adding the gameplay style of 
another beloved franchise, Etrian Odyssey, to 
create a new crossover experience. Etrian's 
dungeon-crawling mixed with Persona's 
intriguing story lines? How could | say no? 

Persona Q immediately introduces its 
charming side with one beautifully crafted 
opening - colorful images pop up on the 
screen and chibi versions of Persona charac- 
ters come together for one big musical spec- 
tacle. The story brings the worlds of Persona 3 
and Persona 4 together in a fun way. 
Newcomers will find the Persona series' 
approach to dialogue to be questionable – and 
the text drags on somewhat, taking a while 
before everything gets off the ground. 
Persona Q asks for your patience, but luckily 
your patience is eventually rewarded. 

You'll get both animated and in-game 
cutscenes that feature quite a lot of voice- 
work. It's all put together well, though | do 
find it a shame that | couldn't play with 
Japanese voices. You have to deal with an 
entirely American voice cast. They're not bad. 
They still use Japanese terminology and 
there's nothing wrong with the translation at 
all, but the impact of it all just feels lessened 
somewhat. The storyline is extensive, though, 
and will keep you on the edge of your seat. 

When you boot the game for first time, 
you'll be able to choose from five difficulty 
settings. You should make your choice care- 
fully, asking yourself the question, "How much 
Etrian Odyssey have I played before?" You 
might think that the combination won't work 
as well, but you'll be in for quite a surprise. 
Persona Q is your best chance to experience 
what makes a first-person 
dungeon crawler so 
intriguing. 


ATLUS 
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You're tasked to explore dungeons from a 
first-person perspective. You'll move step by 
step throughout each maze, seeing only a 
little bit in front of you at every turn. The 
more you move and look through the environ- 
ments carefully, the more passageways will be 
unlocked on your map. The map, which can be 
found on the touchscreen, stays rather empty 
- and this is where you come in. You'll have to 
mark the spots with doors, secrets paths and 
other points of interest, establishing yourself 
as a corridor cartographer. This mapmaking 
keeps even the slow moments interesting – 
though danger is always around the corner. 

Fighting enemies is similar to what you'd 
do in the mainline Persona titles, and it feels 
right at home on 3DS. You have to select 
moves for each team member, then see how 
everything comes together in a turn-based 
extravaganza. There are quite a few active 
elements to juggle in the rougher battles, and 
you'll have to make harsh judgment calls to 
push yourself forward. 

Choosing the right attacks is obvious, but 
the characters have a larger role than just 
swinging swords. With such a huge cast, you'll 
quickly find a few favorites, but picking and 
choosing won't do you any favors. The 
dungeons are big, taking a while to get 
through - and their rules change with every 
floor that you pass. You'll meet opponents of 
various elemental types and they won't make 
your job a very easy one. In fact, progress 
may seem impossible at some points — as | 
played, | encountered moments of total 
disaster in which I feel my strategy was clearly 
not at fault. The monsters were just lucky, 
destroying my entire team and forcing a near 
total restart of the dungeon. That hurt. 

Persona Q came as a surprise. Etrian 
Odyssey and Persona just feel right together, 
though this journey won't be for everyone – 
you'll need to know some things about 
Persona up front to fully grasp it. Next to that, 
the challenge and dialogue can both be 
relentless, so plenty of patience is required. 

But what impressed me most was the pre- 
sentation. Persona Q: Shadow of the Labyrinth 
is a beautifully crafted experience, making 
enduring its hardships worth it! - DAAN 


The Old & The New 


LEGO BATMAN 3: BEYOND GOTHAM 


GETTING MORE LEGO games in any given year is a cer- 
tainty. Unlike most though, I don't get sick of them. While 
not every entry is created equal and not all of them are 
worth full price, Traveller's Tales has managed to squeeze in 
an overflowing amount of love and care into each game, and 
with the right price, I'll pretty much always bite. 

LEGO Batman 3 encapsulates that philosophy. It by and 
large doesn't do anything new that its series — or even its 
sub-franchise — hasn't done before, but with the right co-op 
partner and the right rainy day, it can be a joy to play. 

Let's just cut to the chase - the plot is most definitely a 
LEGO endeavor. Lex Luthor is President of the World, 
Brainiac wants to shrink the Earth and Batman and a merry 
band of DC heroes come together to stop them. This time 
the locales take off to heights beyond Gotham City, as the 
entire universe is your playground in a grand galaxy hop. It's 
silly and it's cute, but it's not the most engaging use of the 
license (outside of the adorable 1960s theme songs that 
most of the cast sings when you highlight them in the char- 
acter select screen). 

Combat is roughly the same beat-'em-up affair as always, 
and Batman's suits return in all their glory, allowing you to 
mix things up with the occasional jetpack fight or momen- 
tary jaunt of invisibility. Camera angles and odd level design 
can unfortunately get in the way of your adventures at 
times. 

Unlockables? LEGO Batman 3 has them in spades, and it 
will take ages to obtain all 100+ characters. Just keep in 
mind that you likely won't get there without a little help 
from your co-op friends, as resolve-sapping repetition will 
sink in after the 5Oth acquisition or so. 

Like any series that exists for over a decade, the LEGO 
series waxes and wanes in terms of its relevance. LEGO 
Batman 3 is not going to turn any heads, but if you're 
looking for a mindless brawler in which you get to play asa 
ton of DC characters, this is the new game for you. 

- CHRIS 
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WATCH DOGS 


SIX MONTHS LATE and a downloadable 
content pack short, the question on every- 
one's mind is whether or not the Wii U 
version of the overhyped and underdeliver- 
ing Watch Dogs was worth the wait. 

Right off the bat, it's safe to say that 
Watch Dogs is not a game changer. It has a 
neat hook and an interesting premise, but 
it's not the second coming of open-world 
sandbox gaming, and probably not the 
"icon" Ubisoft hoped it would be. If you can 
go into it with that in the back of your head 
along with an open mind, then there's still a 
pretty good experience to be enjoyed. 

One of the biggest draws is the game's 
atmosphere, a rather contemporary big- 
City backdrop with only a few bits here and 
there that feel like they come from a few 
years down the road. It's very well detailed 
and realistic feeling, though you'll occasion- 
ally find a few cracks in the facade, such as 
how unnatural grass looks when it's peek- 
ing up through cracks in the sidewalk and 
blowing in the wind. 

The world, while not perfect, feels alive 
as you walk around and listen to people 
going about their lives through some well- 
performed dialogue. With the power of your 
overclocked cell phone, you can analyze 
those near you as randomly generated bios 
and personality traits are pulled up, some- 
times alerting you to potential crimes that 
may need you to step in vigilante-style 
before it's too late. There's always some- 
thing going on, almost to the point of dis- 
traction when you have other objectives to 
deal with in pursuit of the game's main sto- 
ryline. 

Of course, that cell phone is the game's 
big hook - and for some, a source of disap- 
pointment. The idea is that you can hack 
into virtually any connected technology 
around you, from ATMs to security 
cameras. Rather than a central mechanic, 
though, it feels much more like a tool for 
you to take advantage of in the open world 
— sort of like Link's ability to fuse with walls 
in A Link Between Worlds. 
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Late to the 


Similarly, it's simple to hack at the press 
of a button - rather than through any sort 
of complicated minigame - which isn't a 
bad thing. The ways it's used benefit from 
the simplicity, and complicating it would be 
akin to making players enact every single 
action required to reload a gun in an FPS. 
That said, there are instances where 
hacking gets more involved, like breaking 
into security cameras to find other devices 
to bounce to, so it's not exactly "press 
button to win game" stuff. 

Between your hacking abilities and the 
armaments you can pick up, there are dif- 
ferent ways to approach problems, which is 
always welcome. Naturally, it feels good to 
come up with a plan that thinks outside the 
box and see it carry you to victory. There's 
a "morality" meter which seems intent on 
keeping players in line, yet letting it drop 
seems to be without consequence. 

While much of the game feels well put 
together and is fun to go through, there are 
places where it stumbles. Despite a vast 
and varied soundtrack, the vehicle portions 
(which are occasionally required) are floaty 
at best, iffy at worst, and probably the 
worst part of the entire experience. 

Another downside is that being spotted 
in stealth sequences instantly equals 
failure, despite the otherwise multiple- 
solution approach mentioned before. Worse 
still are the painfully long loading times 
after failing a mission, particularly as 
you're unable to skip the dialogue or 
cutscenes setting things up. 

The biggest problem with the Wii U 
version is that it just doesn't do much of 
anything interesting with the GamePad. 
When it was first announced that Watch 
Dogs was coming to Wii U, people imagined 
using the controller as though it was your 
touchscreen phone - but all you really get 
is a map half the time with it telling you to 
look at the TV for the other half, unless 
you're using Off-TV Play. 

Overall, Watch Dogs is a pretty solid, 
enjoyable game for the most part, with a 
number of pros and cons to go around. It's 
no Game of the Year, but if you can still 
appreciate that, then you'll probably find 
something to like here. - DAVID 


Like an Old-School Zelda 


AT FIRST GLANCE, WayForward's latest adaptation of the 
popular Cartoon Network series appears to take much of its influ- 
ence from Nintendo's own The Legend of Zelda: A Link to the Past. 
In this top-down adventure, you traverse an overworld as Finn, 
using your trusty blade to conquer foes, slash bushes and shatter 
pottery while aiding non-player characters. You'll also venture 
into a series of dangerous dungeons to free the three princesses 
of the eponymous Nameless Kingdom. 

While some elements are clearly cut from the Super NES itera- 
tion of the Zelda franchise, other elements make it feel a lot more 
like its NES predecessor, for good or for ill. The challenge feels far 
closer to that of the Zelda progenitor, and part of that comes from 
a more rigid, mechanical feel, save for the ability to move Finn in 
all directions. Hit detection, for instance, is very particular and 
tends to favor the enemies. This doesn't just count for striking or 
being attacked, but even something as simple as trying to get 
through a doorway - unless you're lined up just so, you won't be 
able to go through, and the irregular shape of said doors can 
make figuring out that sweet spot tricky. 

AT:TNK also feels more like the original Zelda in that it focuses 
more on exploration than puzzle-solving, though it proves to bea 
lot more linear. In the instances when you do need to use your 
wits, the game can be incredibly obtuse about where to go or 
what you'll need to use to accomplish a task. 

In addition, this isn't the most polished game you're likely to 
find. Issues such as flickering, glitching into dungeons, holes in 
the scenery and more don't break the game, but nor are they 
beyond notice. 

If you can ignore that and want a short Zelda-style game that's 
as old-school hard as old-school gets, then you just might want to 
check this out. - DAVID 


LITTLE ORBIT 
WAYFORWARD 


Ask ‘em? Why ask when we could just pound the key 
outta them? 
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Mario & Luigi: Dream Team 9.5 Robert #4 Yoshi's New Island 70 Neal #8 Scribblenauts Unmasked 7.0 Lucas #6 
Mario Golf: World Tour 90  KevinC. #9 Skylanders: Swap Force 8.5 Daan #6 
Mario Party: Island Tour 70  KevinC. #6 Skylanders: Trap Team 80 КеміпС. #12 
Monster Hunter 3 Ultimate 8.0 KevinK. #3 .. Sonic Boom: Rise of Lyric 2.0 Tony #12 
Naruto: Powerful Shippuden 8.0 Lucas #2 Wi | Sonic Lost World 8.0 Daan #6 
Pac-Man and the Ghostly Splinter Cell: Blacklist 6.5 Evan #5 

Adventures 70 David #6 SCORE REVIEWER ISSUE Super Mario 3D World 9.0 Neal #6 
Pac-Man and the Ghostly Super Smash Bros. for Wii U 10 Lucas #12 

Adventures 2 75 David #12 Adventure Time: Explore the The Amazing Spider-Man 2 6.0 Chris #9 
Pokémon Alpha Sapphire 8.5 Lucas #12 Dungeon Because I The Legend of Zelda: The 
Pokémon Art Academy 6.0 Mark #11 DON'T KNOW! 45  KevinC. #7 Wind Waker HD 9.0 Daan #5 
Pokémon Mystery Dungeon: Assassin's Creed IV: Black The LEGO Movie Videogame 8.0 Brett #8 

Gates to Infinity 70 Lucas #2 Flag 9.0 Chris #6 The Wonderful 101 90 Robert #5 
Pokemon Omega Ruby 8.5 Thor #12 Batman: Arkham Origins 75 Neal #6 Transformers: Rise of the 
Pokemon X & Pokémon Y 90 Кеуіп К. #6 Bayonetta 8.0 Ned #12 Dark Spark 7.0 David #10 
Power Rangers Megaforce 55 David #6 Bayonetta 2 9.0 Neal #12 Wii Fit U 8.0 Matthew #7 
Power Rangers Super Call of Duty: Black Ops 1! 8.5 Evan #1 Wii Party ü 70 Robert #6 

Megaforce 6.0 David #12 Call of Duty: Ghosts 70 Evan #6 Wii Sports Club 75  KevinK. #10 


SECOND OPINION 
MARIO & LUIGI: DREAM TEAM 


Have you ever had one of those games where you make it 9596 of the way through the storyline, but then you never 
actually finish it? Mario & Luigi: Dream Team has been one of those for me. It's been there on my 3DS for a year and a 
half – the digital version, so it's always staring at me from the menu – and I've just never gotten around to firing it up 
again and completing its quest. My lack of motivation isn't from lack of free time, though - it's because I was so frus- 

trated with the game's Godzilla-like battles, in which Luigi grows to enormous proportions and faces off against a 
similarly titanic foe. The precise timing and stylus motions required for success in those sequences just never gelled 
with me. Each time one came up in the story, I'd always fail in my first attempt to finish it, and replaying each one 
became a chore. My save file's stuck on the last such fight now, and will probably stay there indefinitely. - LUCAS 
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LIFE AT LEVEL 7 GAMES 


Can local game stores still survive and thrive in 2015? 
We put the spotlight ona Denver institution to find out. 


INDEPENDENT GAME STORES. Those hallowed 
halls – or pegged walls – house all that is our 
culture. Perfect places to hunt for rarities or get 
discounts on the newest stuff, all gamers know it's 
tough to resist walking in when you see one. 

Jon Young and Elijah Taylor own Level 7 Games 
in Denver, which has two locations just west of 
downtown. Both stores pack an enormous amount 
of awesome into their spaces and are run by very 
knowledgeable gamers with a passion for the 
trade. Let's meet the owners and have them give us 
a tour. 


NF: How long have you been in business, and 
what's the best part about running a game shop? 
Coming up on six years now. It's 

hard to say what the best part would be, honestly. 
Getting to work in an industry I'm passionate about 
is way up there. But I think my personal favorite 
might just be all the awesome people I’ve met and 
befriended through the shop over the years. 

The best part is getting to work in 
my own clubhouse with my friends. 


How did you guys end up opening Level 7 Games? 
In 2009, Elijah and I were working at Game 
Crazy together, managing a store in Denver when 
the company announced that they'd be filing bank- 
ruptcy in conjunction with Hollywood Video. We 
loved our jobs and the industry, but we knew that 
we didn't want to work for another big corporation. 
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After much deliberation and a small business loan, 
we moved forward with opening our own store. We 
took our combined video game and movie collec- 
tions and opened the store on Alameda and Zuni. 
Over five years later, here we are thanks to the 
video game community and our awesome staff. 


Are there any great perks about running a game 
store? 

It's nothing but perks! Hah, playing video 
games on the clock is something | would have 
dreamed of as a kid. 

I think running your own business in general 
has a lot of perks, but running a game store in par- 
ticular is awesome for a lot of obvious reasons. 


What's the hardest part of running the business? 
Finding the right balance between pre- 
tending to work and actually working. 
Deciding which game to play is tough some- 
times. 


Has the digitization of games slowed down sales? 
No. Aside from difficulties with Internet 
speed, setting up accounts and fear of purchasing 
something with zero resale value, many customers 
seem to just prefer owning a tangible product. 

In fact, the demand for classic cartridges and 
discs has increased. The new systems and their 
games seem to be selling as well as their predeces- 
Sors. (It’s also weird to give a download as a gift.) 


A lot of big box stores have started accepting 
used games and started selling pre-owned 
games. Are you worried about this practice? 

No. As a store dedicated solely to video 
games, there are a lot of services we can afford to 
offer that a big box retailer that also carries used 
games wouldn't be able to. Having a large selection 
of retro games, for example. Offering trade credit 
on older generations of games. Making sure our 
staff has an abundance of product knowledge 
(seriously, these guys play everything). Aside from 
all of that - and maybe this is just me being an 
idealist, but — | think there will always be people 
who prefer shopping locally, and supporting Mom & 
Pop businesses over giant corporations. 


What's your best advice for someone wanting to 
open their own game store? 

Do your research. Try to offer services the 
big guys can't. Be passionate and knowledgeable. 
But really, the best piece of advice | could give? Just 
do it. It will always be a risk, there will never be a 
perfect time and it will always be just a little terri- 
fying. You'll always be putting yourself out there 
and risking some catastrophic failure or another. 
But the safe route is boring. The safe route is years 
spent working a 9-5 for a corporation that doesn't 
remember your name. So whether you're looking to 
open your own game store or your own bakery, the 
advice is the same. Figure out what you want and 
force yourself to take the steps you need to get 
there. Get the loan, lease the building, bet on 
yourself. Just commit to the plan and do it. 

Invest in a lot of Top Ramen. 
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REPORTING FROM THE SCENE 


Our own Lindsey Layne King brings us a live report on the results of this year's 


Awesome Games Done Quick event. 


THE SPEEDRUNNING COMMUNITY has once 
again kicked a new year off right with Awesome 
Games Done Quick, the annual charity marathon 
benefiting the Prevent Cancer Foundation. The 
event was our most successful yet, raising over 
$1,500,000 by the end of the week of gaming. 

For the uninitiated, a speedrun is a play- 
through of a game wherein the player focuses on 
attaining the fastest completion time possible. 
Sometimes they use glitches to achieve their 
goals, sometimes they use routes that were never 
intended by the developers, but they always strive 
to go as quickly as they can. Starting in 2010, the 
Games Done Quick events have brought together 
speedrunners from all over the world to showcase 
their skills and to raise money for great causes. 
The show had a strong start with a run of 
Donkey Kong Country: Tropical Freeze by "Michael 
Goldfish," who completed the game in an impres- 
Sive 1:35:36. Later in the marathon, the audience 
was treated to a demonstration of a "tool-assisted 
speedrun," which is a run performed by a 
computer program designed to play games with 
inhuman speed and precision. The program, 
dubbed "TASbot," played Super Mario World so 
quickly that it overwrote the game's memory and 
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programmed a game of Super Mario Bros. into it, 
then even used a copy of Pokémon to hack into 
the live chat and display the audience's reactions 
within the game itself! 

However, there were more than just famous 
classics on display; obscure titles such as Little 
Samson, Totally Rad and Gimmick! were shown off 
to the viewers. An amusing segment was the 
"Awful Games Done Quick" block, where runners 
completed titles like Swamp Thing, Super Pitfall 
and Karnov, despite the games’ atrocious controls 
and baffling level design. There were special runs 
as well, such as a blindfolded playthrough of 
Yoshi’s Island and a relay race of the three NES 
Ninja Gaiden games. Rounding out the marathon 
was a complete run of Ocarina of Time by "ZFG," 
collecting all items and hearts in a mere 4:45:00. 

As | write this, It’s been a few days since the 
closing ceremonies, but the Games Done Quick 
team is very appreciative of all the fans, sponsors 
and donors who made the event such a success. 
But we’re not done; now it’s time to look forward 
to July’s Summer Games Done Quick! - LINDSEY 
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THE BANNER SAGA 


This year | was honored to illustrate seven official AGDQ banners, with the most prominent one featur- 
ing Donkey Kong and Link. Furthermore, they were printed out and signed by the runners as raffle 
prizes. The charity staff even put some of the banners onto a cake for all of the attendees to enjoy! 


MEGA MAN, 


REPROGRAMMED 


Capcom's classic, totally remade. 


PETIT COMPUTER FOR Nintendo DSi is 
a software title that enables users to 
create their own games from the ground 
up. When experimenting with creating 
games, many look to classic NES games as 
a proving ground to get started from. A 
developer named Discostew recently went 
far beyond those initial steps, though, as 
he re-created the entirety of Mega Man 2. 

While the DSi is much more powerful 
than the NES, Petit Computer runs a 
BASIC interpreter, making programs 
orders of magnitude slower than native 
software. And Petit Computer wasn't 
really designed for something of this 
scale, so the game wouldn't fit in the 
usual formats. Despite these limitations, 
Discostew came up with trick after trick to 
squeeze out the necessary performance. 

In dealing with the sheer magnitude of 
the project, Discostew found it easier to 
create his own game systems, rewriting 
them time and again. Layer by layer, the 
various components of Mega Man 2 were 
disassembled and remade in a form 
suitable for the Petit Computer system. 

After over two years of impressive 
work, the project launched last November. 
The end result? Even with custom com- 
pression algorithms in place, it spans a 
whopping 243 QR codes. And it all plays 
essentially like the original, including 
every level, boss battle, weapon and cut- 
scene. 

Not satisfied with just porting the 
entirety of Mega Man 2, Discostew also 
created a full-blown level editor, as well as 
a music player and a boss rush mode, all 
within Petit Computer's confines. We can't 
wait to see what he comes up with when 
Petit Computer 3D releases! - AARON 
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CUSTOMIIBOS 


Not content to settle for the way their Amiibo figures 
looked right out of the box, many artistic Nintendo 
fans have begun creatively customizing the toys. 


NINTENDO FANS HAVE never been shy about expressing their creativity. 
Whether through music, drawings, paintings, sculptures, comics or other 
forms of art, their passion has been clear. But now, a new form of fan expres- 
sion is being born, all thanks to one of Nintendo's latest releases: Amiibo. 

Figures are nothing new in the world of Nintendo collectibles; however, 
beyond the likes of some Mario toys or the occasional offering from The 
Legend of Zelda, many characters' plastic forms have proven to be more 
expensive than many are willing to pay for the opportunity to experiment on 
them with Sculpey and paint - and many of these mascots have never had any 
sort of figure available at all. But with Amiibo, there are now reasonably 
affordable versions of the numerous stars of Nintendo's franchises for toy cus- 
tomizers to work from (save for those in much shorter supply, of course). 

In the two short months since the release of the initial batch of Amiibos, 
numerous artists have taken to customizing the characters well beyond the 
imited options that are allowed in Super Smash Bros. for Wii U. Some have 
opted to dress their Amiibo figures in attire colored to match the alternate 
schemes provided for the characters in the game (such as Fox taking on his 
Wolf-inspired palette, or Peach repainted to look like Daisy), while others have 
aken to applying other colors from their histories instead (like Gold Mario). In 
still other cases, some additional molding has been applied to create charac- 
ers not in the game (Dixie Kong, made from a Diddy figure); provide those 
who are in with featured accessories (Diddy's jetpack and peanut popguns and 
Kirby's Warp Star), or some other combination of the different techniques. 

Of course, this is just the beginning - there are far more figures coming in 
he future. In upcoming issues, we hope to further examine these custom cre- 
ations, and perhaps even share some tips for creating your own! - DAVID 
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BY MARK KELLY 
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THE END OF “YEAR 2” 


This is it! We’ve come to the end of the full year of issues that were funded through our first-ever 
Kickstarter campaign, one year ago. It’s been a privilege to provide all of you, our supporters, with 
new Nintendo magazines in both print and digital form over the past 12 months - and what a 12 
months they've been! It doesn't feel like work to make these issues when we've got great games 
like new Mario Kart and Super Smash Bros. sequels to discuss within their pages. | hope you've had 
as much fun reading as we've had creating! 


But remember, NF isn't going anywhere! This issue, #13, simply marks the end of our "Year 2" 
subscription cycle - a new cycle begins with Issue #14 in March, and you can renew your subscrip- 
tion to keep the magazines coming to you by checking out our new Kickstarter called "NF 
Magazine: 2015 Renewals & New Subscriptions." (We're not going to call it "Year 3," because that 
got a little confusing for people who thought they were buying a 
two-year subscription, not a "Year 2" subscription.) See? 
We're still always learning and getting better, even two 
years into this journey! Thanks for a great past year! 
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